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\H I 8 e 5 by! far Perſons, 
who cut the Cards to ſettle the Partners; 
thoſe who cut the two higheft:Cardsz-are Part- 

ners againſt thoſe who cut the two loweſt. 
The Perſon who cuts the loweſt Card is en- 
titled to the Deal. 75 cuttings the Ace is e . 
ed the loweſt. | | 
Fach Perſon has 3 Right to ſhuffle ine Carde 
before the Deal, and the elder Hand Sn 0a? 
ſhuffle them laſt, excepting the Dealer. | 
The Deal is made by having the Pack cut 
by the Right-hand Adverſary, and the Dealer 

is to diſtribute the Cards, one at a Time, to 
each of the Players, beginning with the Eeft- 
hand Adverſary, till he comes to the laſt Card, 
which he turns up, being the Trump, and leaves 
it on the Table till the firſt Trick is played. 
No one, before his Partner plays, may in- 
form him that he has, or has not, won the Trick; 
even the Attempt to take up a Trick, tho' won 
B befare 


5 
before the laſt Partner has played, i: is deemed. 
No Intimations of any Kind- 


very impro 
during the Play of the Cards between Partners 
are to be admitted. The Miſtake of one Party 


is the Game of the Adverſary. However there 
is one Exception to this Rule, which is in Caſe 


of a Revoke : If a Perſon happens not to fol- 
low Suit, or trump a See is ih-) 
dulged to make Enquiry of him, whether he is 
ſure he has. none of that Suit in his Hand : This 
Indulgence muſt have- ariſen from the ſevere 
Penalties annexed to Revoking, which affect the 
Fartners equal ly, ahdrit cis m eee 8 

mitted}... £1 5111-0 


The Perſon ons the Dealer's left Hand! ; A 


called: the elder Hand, and plays firſt; and: 
whoever wins the Trick, becomes elder Hand, 
and: pbays again; and ſo onqtill all the Cards are 
layed out. The Tricks belonging to each 
y ihouldibe turned and collected by the re- 


* 
eee Hand. The Ace, King, Queen, and 

Nnave of Trumps, are called Honours; and 

when either of the Parties bas in his own Hand, 
or between himſelf and his Partner, three Ho- 
naurs, they count two Points towards the 
Game; and in caſe they ſhauld have the four: 
Honours, they count four Points: Ten ne 


een : i e li 
wa 0 | S N 2 l 8 


ive: Partner of whoever wins the firſt Frick 


n 8 
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of a * 0 * 
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«3063-3 . Had URN. 
II K. LWS lead from your Arong. 
4 AD Suit. 17 13 Fi 220 „ 16h > 10.0 
II. Lead 3 Honod: ben youbiye 
a good Hand. ino ni anni 


III. Lead through: wins: Rong Suit, And up 


to the weak. | 33:1 b 2777 fit D wt B33 1113 J Ack! gs 


IV. Eead a "Trump 10 ers and yo _ a 


good Hand. {C3 (1003 13 OY. 
V. 3 are eligible Leads, one vogin 
with the hi Ta oy 11 $$ £8 * VE 11 


VI.. — Partner” 8 Lead, Ae 
Adverſarys. (ige 5 1 bet yalq 
VIL. Do not lead from Ace, — 0 


VIII. _ Wanne an Ate unleſs yu Have 
the Ki. W362 2 yoy 1.4 tt WI 4 
E. + 3 lead A: "thing. Card leſs 


Trumps are out. 193.4) nN % Seu 
-oKs ar trump a thiriceach Card, excopiclaſt 


Player 3146 io ae guns list 124 


».4 57 Play your beſt Card third «ln 1 108 
XII. When in Drube win the Trick. 24 


XIII. Wnen 


os | H 0 * . B'S! wi 
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XIII. When ow: lead ſmall Trumps, Nein 
with the higheſt. 5 
XIV. Do not 0 out, when your Paktner 
is likely to trump a Suit. 
XV. If you hold only {mall Trumps, make 
them when you can. * 
XVI. Make your Tricks early, and be care- 
ful of fineſſing 
XVII. Be ſure to wake the odd Trick when 
our Power. _ es 
II Never Seeg your Adverſary with 
your beſt Card, unleſs you have the next beſt. 
XIX. If only one. Card of any Suit, and but 
2 or 3 {mall Trumps, lead the ſingle Card. 
XX. Always keep a * Card to 
bring i in your ſtrong Suit. 
XXI. In your Partner's Lead, endeavour to 
keep the Command in his Hand. 
XXII. Keep the Card you turn up as long as 
you conveniently can. 
XXIII. If your Antagoniſts are 8, and you 
3 no Honcur, play your beſt Trump. | 
XXIV. Always conſider your deore, and 
f play your Hand onde Ye 


| 
\ 


- 
« 
E 
I 
k 
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EW. HEN you lead, begin with the beſt 
Suit in your Hane; if you have a Se- 
uence of King, Queen, and Knave, or Queen, 
nave, and Ten, they are ſure Leads, and ne- 
ver fail gaining the Tenace to yourſelf or Part- 
ner in other Suits: Begin with the higheſt of 
the Sequence, unleſs your have 5 in Number; 
— in 


8 * r ²¹·ꝛ ai ee eG 
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in that Caſe, play the loweſt (except in Trumps, 
when you muſt always play the higheſt) in or- 
der to get the Ace or King out of your Part- 
ner's or Adverſary's Hand, by which Means 
you make Room for your Suit. oe 
II. If you have 5 of the ſmalleſt Trumps, 
and not one good Card in the other Suits, 
trump out; which will have this good Conſe- 
quence at leaſt, to make your Partner the laſt 
Player, and by that Means give him the Tenace. 
III. If you have 2 ſmall Trumps only, with 
Ace and King of two other Suits, and a Defi- 
ciency of the fourth Suit, make as many Tricks 
as you can immediately; and if your Partner re- 
fuſes either of your Suits, do not force him, be= 
cauſe that may weaken his Game too mueh. f. 
IV. You need ſeldom return your Partner's 
Lead immediately, if you have good Suits of 
your own to play, unleſs it be to endeavour to 
ſave or win a Game: What is meant by good 
Saits, is, in caſe you ſhall have Sequences'of 
King, Queen, and Knave, or Queen, Knave, 
and Ten. EX FOOTE - 
V. If you have each 5 Tricks, and you'are 
aſſured of getting 2 Tricks in your own Hand, 
do not fail winning them, in Expectation of 
ſcoring 2 that Deal; becauſe if you loſe the odd 
Trick, it makes 2 Difference, and you play 2 to 
1 againſt yourſelf, N . "WY 
An Exception to the foregoing Rule is, when 
pu ſee a Probability either of ſaving ' your 
Lurch or winning the Game, in either of which 
Caſes you are to riſk the odd Trick. 
— VI. When 


"> ras When bd Probabilicyiof of winning 
the, Game, Fr dog riſx a Trick or two, becauſe 
| the Share of the Stake, which your Adverſary 
| nas by a new Deal, will amount to more than 
the Point or two which you. 3 pp 
.- Theiforegoing Wuerde *, hot 33 4 3. ©, 
in 17 5 8, 49, 20. 
H. If your Adverfiry is b. or 7 ons and 
v, are to lead, your Buſineſs in that⸗Caſe is 
do riſł a Prick or two, in Hopes of putting your 
S ene an Equality; therefore, admitting 
u haze the Queen or Knave, and 1 other 
Sung and no good Cards in other Suits, play 
yr Four Queen or Knave of Trumps; by 
-.whigh:Means you will-ſtrengthen your Partner? 5 
Game, if he is ſtrong in 'T's rumps; if he/is weak, 
Jou d him no Injury. 
VIII. If you are four of che Game; you 
u play for an odd Trick, becauſe it faves 
one half of the Stake which you play for; and, 
in order to win the odd Trick, though you are 
ꝓretty ſtrong in Trumps, be cautious how you 
trump out. What is meant by Strength in 
Trumps, is, in caſe you ſhould have 1 Honour 
And 12 Trumps. 

If you are 9g of the Gain, and though 
very ſtrong in Trumps, if you obſerve your 
Partner to have a Chance of trumping any of 
your Adverſary's Suits; in that Caſe do not 
trump out, but give him an Opportunity of 
trumping thoſe Suits. If your Game is ſcored 
1, 2, ar 3, you muſt play the Reyerſe; and al ſo 
| At 
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at 6, 6, 0 7 becauſe, in theſe two laſt recited 
Caſes, you play for more than x Point. 
X. If vou ate laſt Player, and find that the 
third Hand cannot put on a good Card to his 
Partner's Lead, admitting you have ho good 
Game of yqur own . the Lead 
guponſthe Auverſaryg which gives your Partner 
otize Fenace lin that Suit, and often obliges the 
4 Adverſary to change Suits, and conſequently 
3 gains the Tenace in that mew Duit alſo. 
1 + /KEadf.you have: Made, King, and four finall 
: »Eruimps;abeg in with à ſmall one; becauſe it is 
an equal gs that your Partner has a better 
Trump than the laſt layer: if fo, you have 
"okrer — of Trumps; Ane ous cahnot 
fetch aut allthe Trumps. 
XII. If you have ne, Hing Kaare, ab and 
n ſmall Trumps, begin with'the „and 
then play the Ace (except one of the .Adveria- 
ries reſuſes Trumps) becauſe the Odds s in 
Ka Favour mar, > S 240015 
XIII. If you:have King, Lene fur 
mall T — Ha — withca ſmall one, becauſe 
5 the Odds is on your vide thar Your: CUES 
= an Honour. 12699; 
hi: XIV. If you hve King ,"Queen, "Hat and 
7 "ares ſmall Trumps, begin: N the Kan be- 
4 cauſe you have a fair Chance that the Knave 
falls in the ſecond. Round, or yon may wait to 
fineſſe your Ten upon the REED eas 
"Re your i lee ef 54 
efers to- Caſe 1, 2, 3, in ar. 
= . XV. If 


4h. ti ths. th... td 
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XV. If you have Queen, Knave, and four 
ſmall Trumps, begin with a ſmall one, becauſe 
the Odds is in your * Fuvour thatcyour Partner 


bas an Honour. nn 


XVI. If you have e Knave, Nimes atid 
three ſmall; Trumps, begin with the Quęen, 
becauſe you have a fair Chance that the Ten 
falls in the ſecond mound 5 or ere . wait to 


- finefle the Nine. 


Refers to Caſe 1, 2, 8 Sal nin; 
XVII. If you have Knave, Ten, an bus 
N ſmall Trumps, begin:with a ſmall one, for * 
Reaſons aff nedian Ng git ons faupn 
XVIII. If you have Knave, ag Eiebt, 
Lad three ſmall Trumps, begin with the Knave, 
in order to prevent the Nine from making a 


Trick, and the Odds are in your Favour that 
the three Honours fall in two Rounds. 


5 


XIX. If you have fax Trumps of a lower 
Denomination, you-are to begin with the low- 
eſt, unleſs you ſhould abe en, Nine, and 
Eight, and an Honour turns up againſt you; 
in . Caſe, if you are to play through the 


Honour, begin with the Pen, which obliges 


the Adverſary to play his Honour to his Diſad- 


vantage, or leave it in your Partner 8. Option, 


"whether: be will paſs it or not. 
XX. If you have Ace, 8 ind th ſmall 


<< rumps, begin with a {ſmall one, for the Rea- 
Ions aſſigned in No 15. 


XXI. If you have Ace, "IO had Canin, 


and two ſmall . begin with the King, 


which, 


1V 4 * 
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which, next to a moral Certainty, informs your 


Patrand that you have Ace and K nave remain- 


ing 3 and, by putting the Lead into your Part- 
ner's Hand, he plays you a Trump, upon which 
you are to fineſſe the Knave, and no ill Conſe- 
quence can attend ſuch Play, except the Queen 
lies behind you fingle. 

Refers to Caſe 1, 2, 3, in page 21. 

XXII, If you have King, Queen, and three 
ſmall Trumps, begin with a ſmall one, for the 
aſigned Reaſons in Ne x: 

XXIII. If you have King, Queen, Ten, fad 
two ſmall Trumps, begin with the King, for 


the Reaſons aſſigned in Ne 21. 


XXIV. If you have the Queen, K nave, das 77 


three ſmall Trumps, begin with a ſmall one, 


for the Reaſons aſſigned in Ne 15. 

XXV. If you have Queen, K nave, Nine, 
and two ſmall Frumps, begin with the Queen, 
for the Reaſons aſſigned in Ne 16. 

XXVI. If you have Knave, Ten, and three 


ſmall T begin with a ſmall one, for the 


Reaſons aſſigned in Ne 15. 

XXVII. If you have Knave, Ten, Eight, 
and two fmall Ne, begin with the Knave, 
becauſe in two Rounds of Trumps it is Odds 
but that the Nine falls; or, upon the Return 
of Trumps from your Partner, you may fineſſe 
the Eight. ; 

XXVIII. If you have five Trumps of a low- 


er Denomination, it is the beſt Play to begin 
with the loweſt, unleſs you have a Sequence of 


B 5 Ten, 
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Ten, Nine, and Eight; in that Caſe begin with 


the higheſt of the Sequence. i 


XXIX. If you have Ace, King, "nd two 
ſmall 8 begin with a ſmall one, for the 
Reaſons aſſigned in Ne 1 | 

XXX. If you have Ace, King, Knave, and 
one ſmall Trump, begin with the King, for the 
Reaſons aſſigned in No 21. 

XXXI. f you have King, Queen, and two 
ſmall 3 begin with a ſmall one, for the 


Reaſons aſſigned in Ne 15. 


XXXII. If you haye King, Queen, Fen, 
— one ſmall Trump, begin with the King, 
and wait for the Return of Trumps from your 
Partner, when you are to Aneſle your Ten, in 
order to win the Knave. 

XXXIII. If you have Queen, Knave, Nine, 
and one {mall Trump, begin with the Queen, 
in order to en the Fen from making a 


Trick. 


XXXIV. If you have Knave, Ten, and two 
ſmall Trumps, begin with a ſmall one, for the 
Reaſons aſſigned in No 1 

XXXV. If you have 3 Ten, Eight, and 
one ſmall Trump, begin with the Knave, in or- 
der to prevent the Nine from making a Trick. 

XXXVI. If you —.— Ten, Nine, Eight, 
and one ſmall Trump, begin with the Ten, 
which leaves it in your Parther's Diſcretion, 


Whether he will paſs it or not. 


XXXVII. If you bave Ten, and three ſmall 


Trumps, begin with a ſmall one, 


Some 
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Some PARTICULAR RULEs'to be abſenved, g 


I. I . you have Ace, King, and four ſtall 
1 Trumps, with a good Suit, you muſt play 


A 


three Rounds of Trumps, otherwiſe you may 


Have your ſtrong Suit trump ed. 
II. If you have King, Queen, and four ſmall 
Trumps, with-a good Suit, trump out with the 


King, becauſe when you have the Lead again, 


you will have three Rounds 5 3 


III. If you have King, Queen, Ten, and 


three ſmall Trumps; with a good Suit, trump 


Knave's falling at the ſecond Round; and do 
not wait to fineſſe the Ten, for Fear your ſtrong. 
Sint ſhould be trumped. * | 


IV. If you have Queen, Knave, and three 


out with- the King, in Expectation of the 


ſmall Trumps, with a good Suit, trump out 
with a ſmall one. 


V. If you have the Queen, Knave, Nine, 


and two ſmall Trumps, with a good Suit, 
trump out with the Queen, in Expectation of 


the Ten's falling at the ſecond Round; and 
do not wait to fineſſe the Nine, but trump out 
a ſecond Time, for the Reaſon aſſigned in Caſe 
III. in this Chapter. 5 

VI. If you have Knave, Ten, and three ſmall 
Trumps, with a good Suit, trump out with a 
ſmall one. „ „„ Pn nr og 
VII. If you have Knave, Ten, Eight, and 
two ſmall Trumps,. with a good Suit, trump 
Dn B 6 out 


5 i * "GY in 1 of the 4 
Nine's falling at the ſecond Round. i 

VIII. If you have Ten, Nine, Eight, and 'Y 

one ſmall Trump, with a goed. Suit, trump out "34 


% 1 % K 


— ©" hag and Sie Ammer i in which 
f | they are to be played. 


1. GUPP OSE you are elder Hand, and that 
your Game conſiſts of King, Queen, and 
EK nave of one Suit; Ace, King, Queen, and 
two ſmall Cards of another Suit; King and 
Queen of the third Suit, and three ſmall 
Trumps : Query, How is this Hand to be 
played ? You are to begin with the Ace of 
your beſt Suit (or a Trump) which informs 
your Partner that you have the Command of 
that Suit; but you are not to proceed with the 
King of the ſame Suit, but you mult play a 
Trump next; and if you find your Partner 
has no Strength to ſupport you in Trumps, 
and that your Adverſary plays to your weak 
Suit, viz. the King and Queen only, in that 
Caſe play the King of the beſt Suit; and if you 
obſerve à Probability of either of your Adver- 
ſaries being likely to trump that Suit, proceed 
then and play the King of the Suit of which you 
have King, Queen, and Knave. If it ſhould ſo 
happen, that your Adverſaries do not play to 
your weakeſt Suit, in that Caſe, though ap- 
Fa your Partner can give you no Aſſiſt- 
| ance 
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ance in Trumps, purſue your Scheme of trump- 
ing out as often as the Lead comes into your 
Hand: By which Means, ſuppoſing your Partner 
to have but two Trumps, and that your Ad verſa- 
ries have four each, by three Rounds of Trumps, 
there remain 0087 two Trumps againſt you. 
II. Elder Hand. 
Sup oſe you have Ace, King, Queen, and one 
0 ſmall Trump, with a Sequence from the King 
of five in another Suit, with four other Cards of 
no Value. Begin with the Queen of Trumps, 
and purſue the Lead with the Ace, which de- 
E manſtrates to your Partner, that you have the 
= King: And as it would be bad Play to purſue 
: 1 the third Round, till you have firſt gain- 
ce d the Command of your great Suit; by ſtop- 
ping thus, it likewiſe informs your Partner that 
bid you have the King, and one Trump only re- 
maining; becauſe, if you had Ace, King, Queen, 
and two Trumps more, and Trumps went round 
twice, you could receive no Damage by playing 
the King the third Round. When you lead Se- 
quence, begin with the loweſt, becauſe if your 
Partner has the Ace he plays it, which makes 
Room for your Suit. And fince you have let 
your Partner into the State of your Game, as 
ſoon as he has the Lead, if he has a Trump or 
two remaining, he will play Trumps to you, 
with a moral Certainty that your King clears 
your Adverſaries Hands of all their Trumps. 
III. Second Player. 
| Suppoſe you have __ King, and two ſmall 
Trumps, 


4 The Gu ME of WHIST. 
Trumps, with a Quint- Major of another Sait;;: 


in the third Suit you have three ſmall Cards, 


and in the fourth Suit one. Your Adverfary 


on your Right-hand begins with playing the = 


Ace of your weak Suit, and then proceeds to 
play the King: In that Caſe, do not trump it, 
but throw away a loſing Card, and if he proceeds 
to play the Queen, throw away another loſing 
Card]; and do the like the fourth Time, in Hopes: 
your Partner may trump it, who will in that 
Caſe play a Trump, or will play to your ſtrong: 
Suit. If Trumps are played, go on with them 

two Rounds, and then proceed to play your 
ſtrong Suit; by which Means, if there happens 
to be four Trumps in one of your Adverſaries 
Hands, and two in the other, which is nearly the 

Cafe, your Partner being entitled to have three 
Trumps out of the nine, conſequently there re- 
main only {ix Trumps between the Adverfaries;. 
your ee ee forces their beſt Trumps, and 

you have a Probability of making the odd Trick. 


in your own Hand only; whereas if you had 


trumped one of your Adverſaries beſt Cards, you 
bad ſo weakened your Hand, as probably not to 

make more than five Tricks without your Part- 
ner's Help. 5 5 

IV. Suppoſe you have Ace, Queen, and three 

ſmall Trumps; Ace, Queen, Ten, and Nine of 
another Suit; with two ſmall Cards of each of 
the other Suits: Your Partner leads to your Ace, 
Queen, Ten, and Nine; and as this Game re- 

quires rather to deceive your Adverſaries, than 

9 : | to 


The Ganz of WHIST. Kd 


to inform your Partner, put up the Nine,-which 


naturally leads the Adverſary to play Trumps, if 
he wins that Card. As ſoon as Irumps are play- 


ed to you, return them upon your Adverſary, 


keeping the Command in your own Hand, If 
your Adverſary, who led I rumps to you, puts up 
a Trump which your Partner cannot win, if he 
has no good Suit of his own to play, he will re- 
turn your Partner's Lead, imagining that Suit 
lies between his Partner and yours: If this Fi- 
neſſe of yours ſhould ſucceed, you will be a great 
Gainer by it, but ſcarcely poſſible to be a Loſer. - 

V. Suppoſe you have Ace, King, and three 
ſmall I'rumps, with a Quart from a King, and 
two ſmali Cards of another Suit, and one ſmall -- 


Card to each of the other Suits ; your Adver- 


fary leads a Suit of which your Partner has a 
Quart-Major ; your Partner puts up the K nave, 
and then proceeds to play the Ace : You refuſe 
to that Suit, by playing your looſe Card ; when 
your Partner plays the King, your Right-hand 
Adverſary trumps it, ſuppoſe with the Knave 
or Ten, do not over-trump him, which ma 

probably loſe you two or three Tricks by weak 
ening of your Hand : But if he leads to the 


Suit of which you have none, trump it, and 


then play the loweſt of your Sequence, in order 
to get the Ace either out of your Partner's or 
Adverſary's Hand; which accompliſhed, as 
ſoon as you get the Lead, play two Rounds of 
Trumps, and then proceed to play your ſtrong 
Suit. Inſtead of your Adverſary's playing to 

3-09 your 


16 The GAME of WHIST. ; 
your weak Suit, if he ſhould play Trumps, do 
you go on with them two Rounds, and then 
proceed to get the Command of your ſtrong 
Suit. But you will ſeldom find this laſt Me- 
thod practiſed, except by moderate Players. 


Games to be played, with certain Obſervations, 
whereby you are aſſured that your Partner has no 
more of the Suit played either by yourſelf or him. 


I. Q UPPOSE you lead from Queen, Ten, 
Nine, and two ſmall Cards of any Suit, 
the ſecond Hand puts on the K nave, your Part- 
ner plays the Eight; in this Caſe, you having 
Queen, Ten, and Nine, it is a Demonſtration, 
if he plays well, that he can have no more of 
that-Suit. Therefore, by that Diſcovery, you 
may play your Game accordingly, either by 
forcing him to trump that Suit, if you are 
1 in Trumps, or by playing ſome other 

i:: | 
II. Suppoſe you have King, Queen, and Ten 
of a Quit, and you lead your King, your Part- 
ner plays the K nave, this demonſtrates he has 


/ 


no more of that Suit. N 
III. Suppoſe you have King, Queen, and many 
more of a Suit, and you begin with the King, 
in ſome Caſes it is good Play in a Partner, when 
he has the Ace and one ſmall Card in that Suit 
only, to win his Partner's King with his Ace; 
for ſuppoſe he is very ſtrong in Trumps, by 
taking his Partner's King with the Ace, he 
| . trumps 
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Jof Trumps, he returns his Partner's Lead; and 


2 TY 


"08 


Srhich he makes in that Suit, by this Methad 
of Play: And as your Partner has taken your 
King with the Ace, and trumps out upon it, 
ou have Reaſon to judge he has one of that 


Nueen guarded. 
=. 55 . 
Particular Games, both to endeavour to decei ve 


84 and diſtreſs your Adverſaries, and to demonſtrate 
your Game to your Partner. | 


4. QUPPOSE I play the Ace of a Suit of which 


+ I have Ace, Kinz, and three ſmall ones; 
the laſt Player does not chooſe to trump it, 
having none of the Suit; if I am not ſtrong 

Enough in Trumps, I muſt not play out the 
King, but keep the Command of that Suit in 
amy Hand by playing a ſmall one, which I muſt 
o in order to weaken his Game, 1 


ee 29 OW: 2:46 Me 
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"trumps out, and after he has cleared the Board 


having parted with the Ace of that Suit, he has 
made Room for his Partner to make that whole 


0 bring in that Suit, he gains all the Tricks 


Puit to return you; therefore do not throw 
away any of that Suit, even to keep a King or 


Abe, 
* 
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II. If a Suit is led, of which I have none, Þ ; 
and a moral Certainty that my Partner has not 
the beſt of that Suit, in order to deceive the 9 

Adverſary, I throw away my ſtrong Suit; but 

to olear up Doubts to my Partner, When he ha, 
the Lead, I throw away my weak Suit. Ibis 7 
Method of Play will generaily ſueceed, unleſs; _ 
you play with very good Players; and even With 
them, you will oftener pin han dale A Ker d A 
Method of: Play. 1 Z 20 
1 
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I, Surrost Clubs to be Trumps, a Elea 4 
. is played by your Adverſary; your Part- 
ner, having none of that Suit, throws away * 
Spade; you are then to judge his Hand is com- 
— of Trumps and 8 ; and ſuppoſ⸗ * 
win that Trick, and being too weak ir 
rumps, you dare not force him; and ſuppoſ 4 
you ſhall have King, Knave, and one ſmal 4 
iamond ; and further, ſuppoſe your Partner 
to hate Queen and five Miamonds; in tha 
:Caſe, by throwing out your King in your fir 5 
Lead, and your Tnave in your ſecond, you 
Partner and yau may win five Tricks in tha' 
Suit; whereas if you had led a ſmall Diamond 
and your Partner's Queen having been W ũ¾0ĩ 
with the Ace, the King and Knave remaining p 
in your Hand, obſtructs the Suit: And thoug 
he may have the long Trump, yet by playin 
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3 La small Diamond, and his long Trump having 
4 Wien forced out of his Hand, you loſe by this 
x Method of Pl ay three Trieks in that Deal. 3 
II. 7 in the like Caſe of the former, 
vou ſbould haue Queen, Ten, and one {mall 
4 Card in your Partner's ſtrong Suit; Which is 
#o be discovered by the former Example; and 
ſuppoſe your Partner to have Knave and five 
mall Cards in his ſtrong Suit; you havingithe 
Lead are to play your Queen, and when you 
play again, you are to play yaur Ten; and 
ſuppoſe him to have the long Frump, byr this 
ethod he makes four Trieks in that Duitz; 
but ſhould you play a ſmall one in that Suit, 
his Tnave being gone, and the Queen remain- 
„ ne in your Hand in the ſecond Round:of play» 
ing thatSuit, and the long Trump being forced 
om-· Pur of his Hand, the mn remaining in 
poſe Hand obſtructs the Suit, by which. Mechod ef 
c in Play you loſe three Tricks in that Deal. 
% III. In the former Examples vou have bean 
nal ſuppoſed to have had che Lead, and by: that 
tne eans have had an Opportunity of throwing 
Hut, the beſt Cards in your Hand of your Part- 
ner's ſtrong Suit, in order to make Room for 
the whole Suit: we will now ſuppoſe your 
Partner is to lead, and in the- Courſe of Play. 
It appears to you that your Partner has one 
wol great Suit; ſuppoſe Ace, King, and four ſmall 
nes, and that you have Queen, Ten, Nine, 
end a very ſmall one of that Suit; Mhen your 
1 artuer plays the Ace, you are to play the 
7 Nine; 
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Nine; when he plays the King, you are to 2 


ing a-ſmall one remaining, you do not obſtruct 7 
your Partner's great Suit; whereas if you had 
kept your: Queen and Ten; and the Knave had 


"Tricks i in that Deal. 


Four ſmall Cards in his great Suit, and that you 
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Have Queen, Ten, and a ſmall Card, in that 


play the Ten; by which Means you ſee, in the 4 
third Round, you make your Queen, and hav- 


fallen from the Ad verſaries, you had loſt two 


IV. Suppoſe in the Courſe of Play, as in the F 2 


former Caſe, you find your Partner to have one 


reat Suit, and that you have King, Ten, and 
a ſmall one of that Suit; your Partner leads 20, 
the Ace; in that Caſe play your Ten, and in 
the ſecond your King: This Method is to pre- 4 
vent a anne, of obſtrukting your Partner” . 5 


V. Suppoſe your Partner has Ace, King, and 4 


Suit; when he plays his Ace, do you play your 
Ten, and when he plays his King, do you PS 
your Queen; by which Method of Play you 
only riſk one Trick to get four, 

VI. We will now ſuppoſe you to have five 13 
Cards of your Partner's ſtrong Suit, viz. Queen, 
Ten, Nine, Eight, and aſmall one; and that your an 
Partner has Ace, King, and four ſmall ones; * 
when your Partner plays the Ace, do you pla 
your Picht; when he plays the King, do you 4 Le 
play your Nine; and in the third Round, F c 
Nobody having any of that Suit, except your 10 
Fartner and * proceed then to play the F 


Queen 
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gone but by playing the high Cards, and by 
F Keeping a ſmall one to play to your Paitner; 


= | W Games to be played when your Adover- 


> > - with Directions how to play when an Honour 
is turned up on your  Left-hand. | 


GUPPOSE the Knave is turned up on your 
I Right-hand, and that you have King, 
b ueen, and Ten; in order to win the Knave, 
begin to play with your King; by which Me- 
thod of Play, your Partner may ſuppoſe you 


E 4 you have a ſecond Lead, and that 0 do not 
proceed to your Queen. tit 
II. The Knave being turned up as 17 * 
and that you have Ace, Queen, and Ten, by 


pole of the former Rule. 


ö he like Purpoſe of the former, Rule, 


7 eft-band,. and. ſuppoſe you, ſhould hol 

F onour, in that Caſe you are to play 17 
1 ad en that Honour; but in caſe you ſhould; 
1 Pold an Honour ne the Ace) you muſt be 
1 cautious 


— 
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) 7 F 2 ueen, and then the Ten; and having a ſmall 3 
5 one remaining, and your Partner two, you 
; e gain a Trick, which you could not have 


| 1 ſary turns up an Honour on your Right-hand,. 


to have Queen and Ten remaining, eſpecially_ 


* 


TE 


playing your Queen, it anſwers the like Bale 
III. If the Queen is turned up on your 
, ight-band, and that you have Ace, King, 
rand Knave, by playing your King it ae 


IV. Suppoſe an Honour is turned up on your 
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wins i five Tricks. 
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cautious how you play Trumps, becauſe, in p. 
caſe your Partner holds no Honour, your Ad- Hav 
1 f e Game 1 hoe you: "Ms: 


4 0 ASE: 17 dumbm rute the Bank- of firing 


our Partner. 


UPPOSE 4 and B Partners, and . i | 7 

has a Quint - Major in Trumps; with a Quine- | q 
Major, and three ſmall Cards, of another Suit, 
ani that A has the Lead; and let us ſuppoſe 
the Adverſat ies C and to have only five 29 2 
in either hand: In this Caſe, A, having the Lead, 
wins every Trick. 5 

Suppofe, on the contrary,” be five ſmall le 
Trumps; with a Quint-Maſor and three ſmall F | 
Oards of another Suit, and that C has the Lead, 


„ 


whe forces A to trump firſt, ger ch Means 4 ® 


AC A'S'E to Annu. eee "a 4 Saw. 


CUppoſe & and B Partners, and that A has a 

Quart-Major in Clubs, they being Humpe, 1 
ae der Wet joriin Hearts, another — | n 
Major in Diamonds, and? the Ace of Spades: Y | 
And, let us ſuppoſe the Adverſaries C and D to 3 
have the following Cards; viz. C has four 
Trumps, eight Hearts, and one Spade; D has | OL 
five Trumps and eight t Diamonds; G being to 
lead, pla an Heart, D trumps 3t3 'Deplays a 3 
Diamonds C trumps it; and thus purſuing the 
Saw; each Partner trumps a Quart-Major of 
Hs; and C being to play at the ninth 0. 
plays. | 
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| 4 ays a, Spade, which D trumps-; thus C and Dr 
gave won thè nine firſt Tricks; and leave 4 with, ; 
his QuartsMijoriin/Prumps only  * 
1 Tirhe. foregoing Caſe ſhews; that chem 
a the . of eſtablifning a * 
* rom Intereſt to bens ito 00 
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J I of Tabs! iran: with Echte 
friods, demonſtrating 'wher it is proper, at ſt= | 
cond Hand? to put up the King, Queen, Knave, 
"if or Ten, with bur mall Card of any” Suit, &. 


1. e u have Foun ſmall Trapez Ain 
the three — Suits you have one Frick 
ke ure in each of them; and ſuppoſe-your:Parts + 
er has no Trümp, in that Caſe! che remaining 
ne Trumps muſt be divided between your 
dverſaries; ſuppoſe five in one Hand, Ns 
"Four in the other; as often as you have” the 
Bead, play Trumps: And ſuppoſe you ſhould> 
have four Leads, in that Caſe, you fee your: 
Adverſaries make only five Tricks oùt of nine 
Frumps; whereas if you had ſuffered them to 
; 1 ke their Frumps ſingle, they ue poſblyi 
have made nine Pricks. 
By this Example, you ſee the Neeffity there 
Ii of taking out two T rumps for one pon mort” 
Occaſions. f 
Vet there is an Exception te to the foregoing 
| "Rule; becauſe if you find in the Courſe of 42% 
at your Adverfaries are very ſtrong in any 
Particular Suit, and that your Partner can give 
=. | y ou 
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Trump in your Hand to trump ſuch Suit, it 


may be either a Means to ſave or win a Game. 7 
II. Suppoſe you have Ace, Queen, and two 4 
ſmall Cards of any Suit; your Right-hand Ad- 1 


verſary leads that Suit; in that Caſe, do not 
put up your Queen, becauſe it is an equal | 
Wager that your Partner has a better Card in 
that Suit than the third Hand; if ſo, you have | 
the Command of that Suit. 


An Exception to the foregoing Rule is, in : I 


caſe you want the Lead, then you are to put u p 
your Queen. 

III. Never chuſe to lead from King ene, 
and one ſmall Card in any Suit, becauſe it is 2 
to 1 that r Partner has not the Ace, and | 
alſo 32 to 25, or about 5 to 4, that he has Ace 
or Queen; aby therefore, as you have onl 
about 5 to 4 in your Favour, and as you mu 
have four Cards in ſome other Suit, ſuppoſe the | 
Ten to be the higheſt, lead that Suit, becauſe | 
it is an equal Wager that your Partner has a 


better Card in that Suit than the laſt Player: 1 


And if the Ace of the firſt-mentioned Suit lies 
behind you, which is an equal Wager it ſhould | 
ſo happen, in caſe your Partner has it not; in 


this Caſe, on your Adverſaries leading this Sus, = 


4s probably make two Tricks in it 155 this | 
0d of _ 


. * ; | ##: 4 4 : pA #1 
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you no Aſſiſtance in that Suit, in ſuch a Caſe | q 


you are to examine your own, and alſo your 4 ö 
Adverſaries Scores; becauſe by keeping one 


395: 
18 et 8 


ww ww 
who N Le 2 7” & — : 


_—— —_— =_ 
y_ ys WS 00 w . 
- - = WW is FF 9 Me i» —_£L 
a * 
— 8 * 1 cas SES * *. Wr nl r — an nd PEI _ = 4 4 a 1 pe 1 
5 q 4 n e N FFP VTV ISS Wot Rt onus i. let * „ ) £ L ww « : 
NF 7 8 8 K 2 „% ˙ . ee 5 . - ty > rs * Wa — 4 7 . N 7 2 
* 1 5 8 o : 0 5 x - E > - 1 - 
Annes e Te 2 . = — * T 5 of" ” - 4 * Fs 
E N 8 2 


other good Card. 
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IV. Suppoſe in the Courſe of Play it appeats 
to you, that your Partner and you have for or 
five Trumps remaining, when your Adverſaries 


have none, and that you have no winning Card 


in your Hand, but that you have Reaſon to 
judge that your Partner has a thirteenth-Card, 
or ſome other winning Card in his Hand; in that 
Caſe play a ſmall Trump, to put the Lead inte 
his Hand, in order to throw away any loſilig 
Card in your Hand, upon ſuch thirteenth or 


8 1 * 


Some DIRECTIONS for putting up at ſecond 

Hand, King, Queen,  Knave, or Ten of any 
I. QUPPOSE you have the King, and one 
- > ſmall Card, of any Suit, and that your 
Right-hand Adverſary plays that Suit; if he 78 


a good Player, do not put up the Ting, unleſs 


you want the Lead, becauſe a good Player ſel- 
dom leads from a Suit of which he has the Ace, 


but keeps it in his Hand (after the Frumps are 


played out) to bring in his ſtrong Suit?! 1s! 
II. Suppoſe you have a Queen, and one ſmall 


Card, of any Suit, and that your Right-hand 
Adverſary leads that Suit; do not put on your. 
Queen, becauſe, ſuppoſe the Adverſary has led 


from the Ace and Knave, in that Caſe, upen 
the Return of that Suit, your Adverſary fineſſes 
the Knave, which is generally gocd Play; efpe- 
cially if his Partner has played the King, you 
| | C thereby 


thereby make your Queen; but by putting on 
the Queen, it ſhews your Adverſary that you 
have no Strength in that Suit, and conſequently 
puts him upon. finefſing upon your Partner 
throughout that whole Suit. e 1090's: | 

III. In the former Examples you have been 
informed, when it is thought proper to put up 
the King or Queen at ſecond Hand; you are 
likewiſe to obſerve, in caſe. you ſhould have the 


Knave or Ten af any Suit, with a ſmall Card 


of the ſame Suit, it is generally bad Play to put 
up either of them at ſecond Hand, becauſe it 
is. five. to two that the third Hand has either 
Ace, King, or Queen of the Suit led; it. there- 
fore follows, that as the Odds againſt you are 
five to two, and tho' you ſhould ſucceed ſome- 
times by this Method of Play, yet in the main 
you muſt be a Loſer; becauſe it demonſtrates 
to your Adverſaries that you are weak in that 
Suit, and conſequently. they finefſe upon your 
Partner throughout that whole Suit. | 

IV. Suppoſe you have Ace, King, and three 
ſmall Cards of a Suit, your Right-hand Adver- 


ſary leads that Suit; upon which you play your 


Ace, and your Partner plays the Knave. In 
caſe you are ſtrong in Trumps, you are to re- 
turn a ſmall one in that Suit, in order to let 
your Partner trump it: And this Conſequence 
_ attends ſuch Play, viz. you keep the Command 
of that Suit in your own. Hand, and at the ſame 
Time it gives your Partner an Intimation that 
you are ſtrong in Trumps; and therefore he 
f _ may 
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co you, if he has either Strength in Trumps, 
the Command of the other Suits. 
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2 may play his Game acgordingly, either in at- 
tempting to eſtabliſh a Saw, or by trumping out 


or 
V. Suppoſe A and B's Game is fcored 6, the 
Adverſaries C and D is ſcored 7, and that @ 


> Cards are played out, of which A and B have 
won 7 Tricks, and ſuppoſe. no | Honours are 
> reckoned in that Deal; in this Caſe. A and B 
have won the odd. Trick, which puts their 
Same upon an Equality; and.fuppoſe & to have 
the Lead, and that A has two of the ſmalleſt 
> Trumps remaining, with two winning Cards 
of other Suits; and ſuppoſe, C and D have the 
two beſt Trumps between them, with two other 
winning Cards in their Hands; Quere, How are 
you to play this Game? It is 11. to 3 that C 


has not the 2 ken and. likewiſe, 11 to 3 


that O has them not: The Odds being ſo much 


in #'s Favour to win the whole Stake, it is his 


Intereſt to play a Trump; for ſuppoſe the Stake 


* 


co be 701. pending, A wins the whole Stake, 


if he ſucceeds, by this Method of Play ; but 
ſhould he play the cloſe Game, by forcing Cor 


D to trump firſt, he having won the odd Trick 
already, and being ſure of winning two more in 
his own Hand; by this Method his Game will 
be ſcored g to 7, which is about 3 to 2, and, 


therefore, A's Share of the 70 J. will amount 


only to 421. and, by this Method, A only ſe- 


cures 7 J. Profit; but in the other Caſe, upon 
Suppoſition that A and B have 11 to 3 of the 
5 1 Stake 


* 
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Stake depending, as aforeſaid, by playing his 
Trump, he is entitled to 552. out of the 70. de- 

The foregoing Caſe being duly attended to, 
may be applied to the like. Purpoſe in other 
ole Game, ei d bas eaters: 


Directions how to play toben an Ace, King, or 
= Queen, are turned up on-your Right- hand. 
14 1 QUP POS E the Ace is turned up on your 
. = Right-hand, and that you have the Ten 
and Nine of Trumps only, with Ace, King, 
and Queen of another Suit, -and eight Cards of 
no Value, Quere, How muſt this Game be play- 
ed? Begin with the Ace of the Suit of which 
you have the Ace, King, and Queen, which is 
an Information to your Partner that you have 
the Command of that Suit; then play your Ten 
of Trumps, becauſe it is five to two that your 
Partner has King, Queen, or Knave of Trumps; 
and tho? it is about ſeven to two that your Part- 
ner. has not two Honours, yet, ſhould he chance 
to have them, and they prove to be the King and 
K nave, in that Caſe, as your Partner will paſs 
your Ten of Trumps, and as it is 13 to 12 
againſt the laſt Player for holding the Queen of © 
Trumps, upon Suppoſition your Partner has it 
; not, in that Caſe, when your Partner has the 
"F Lead, he plays to your ſtrong Suit, and upon your 
having the Lead, you are to play the Nine of 
Trumps, which puts it in your Partner's Power 
to 


| Þ dom 9 if. EVCrF, 
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to be almoſt certain of winning the Queen if he 
lies ſhehind i. g 8 agen 1-40 ie - Dat 
= _ The: foregoing Cafe ſhews, that turning up 
of an Ace againſt you, may be made lels bene: 
f ccial to your Adverſaries, provided you play by 
II. If the King or Queen are turned up on 
your Right-hand, the like Method of Play may 
de made uſe of; but you are always to diſtin- 
guiſh the Difference of your Partner's Ca» 
> pacity,.. becauſe a; good Player will make 2 
proper Uſe of ſuch Play, but a bad one ſel- 


III. Su ppoſe the Adverſary on your: Rights 


hand leads the King of Frumps, and that you 
2 ſhould have the Ace and four ſmall Trumps, 
with a good Suit; in this Caſe it is your. Inte» 
> reſt. to paſs the King; and though he ſhould 


have King, Queen, and Knave of, Trumps, 
with one more, if he is a moderate Player, he 
woll play the ſmall, one, imagining that his 

Partner has the Ace; when he plays the ſmall 
one, you are to paſs it, becauſe it is an equal 
Wager that your Partner has a better Trump - 
than the laſt Player if ſo, and that he happens 
to be a tolerable Player, he will judge you have 
2 good Reaſon for this Method of Play, and 


Conſequently, if he has a third Trump remain- 


Sh he will play it; if not, he will play his beſt 
IV. A critical CAsE to uin an odd Tric. 
Suppoſe A and B Partners againſt C aud Dy 
fre C 3 and 


and ſuppoſe the Game to be Nine all, and 
ſuppoſe all the Trumps are played out, A be- 
ing the laſt Player, has the Ace and four other 
ſmall Cards of a Suit in his Hand, and one 
thirteenth Card remaining: B has only two 
ſmal] Cards of 4's Suit; C has Queen and two 
other ſmall Cards of that Suit; D has King, 
Knave, and one ſmall Card of the ſame Suit. 
A and B have won three Tricks, C and D have 
won four Tricks; it therefore follows that A is 
to win four Tricks out of the ſix Cards in his 
Hand, in order to win the Game. C leads this 
Suit, and D puts up the King; A gives him 
that Trick, D returns that Suit; paſſes it, 
and C puts up-his Queen: Thus C and D have 
won ſix Tricks, and C imagining the Ace of 
that Suit to be in his Partner's Hand, returns 
it; by which Means A wins the four laſt Tricks, 
and conſequently the Game. 
V. Suppoſe you ſhould have the King and five 
mall Trumps, and that your Right-hand Ad-. 
verſary plays the Queen; in that Caſe do not _ 
| put on your King, becauſe it is an equal Wager 
[| that your Partner has the Ace; and ſuppoſe your 
| Adverſary ſhould have Queen, K nave, Ten, 
and one ſmall Trump, it is alſo an equal Wager 
that the Ace lies fingle, either in your Adver- 
fary's Hand or Partner's; in either of which 0 
Caſes it is bad Play to put on your King; but 
if the Queen of Trumps is led, and that you 
ſhould happen to have the King, with two or 
three Trumps, it is the beſt Play to put on the 
L318 i IE hu King, 
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King, becauſe it is good Play to lead from the 
Queen and one ſmall Trump only; and in that 
Caſe, ſhould your Partner have the Knave of 
> Trumps, and your Left-hand Adverſary hold 
the Ace, your neglecting to put on the King is 
the Loſs of a Trick, n, 2h 


. in e, Nine Bing turncd up en your Right- 
JJC 


1. SUPPOSE the Ten is turned up on Tour 
1 Right-hand, and that you fhould have 


EK.ing, Knave, Nine, and two ſmall Trumps, 
with eight other Cards of ho Value, and that it 
is proper for you to lead Trumps, in that Caſe, 


bdegin with the Knave, in order to prevent the 
Tien from making a Trick ; and though it is 
but about five to four that your Partner holds 
an Honour, yet if that ſhould fail, by fineffing 
pour Nine on the Return of Trumps. from your 
Partner, you have the Ten in your Power. 
II. The Nine being turned up on your Right- 
hand, and that you ſhould have Knave, Ten, 
Eight, and two ſmall Trumps, by leading the 
> Knave, it anſwers the like Purpoſe of the for- 
mer Caſe. 65995 e 
III. You are to make a wide Difference be- 
tween a Lead of Choice, and a forced Lead of 
your Partner's; becauſe, in the firſt Caſe, he is 
ſuppoſed to lead from his beſt Suit, and finding 
you deficient in that Suit, and not being ſtrong 
enough in Trumps, and not daring to force 
C 4 you, 


0 
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you, he then plays his next beſt Suit; by which 
Alteration of Play, it is next to a Demonſtra- 
tion, that he is weak in Trumps : But ſhould 
he perſevere, by playing off his firſt Lead, if he 
is a good Player, you are to judge him ftrong 
in Trumps, and it is a Direction for you to 
play your Game accordingly. 
IV. There is nothing more pernicious, at the 
Game of Whiſt, than to change Suits often, 
becauſe in every new Suit you run the Riſque ß 
giving your Adverſary the Tenace; and there= =: 
fore, though you lead from a Suit of which you 
have the Queen, Ten, and three ſmall ones, and 
your Partner puts up the Nine only, in that 
Caſe, if you ſhould happen to be weak in 
Trumps; and that you have no tolerable Suit 
to lead from, it is your beſt Play to purſue the 
Lead of that Suit by playing your Queen, which 
leaves it in. your Partner's Option whether he 
will trump it or not, in caſe he has no more of 
that Suit; but in your ſecond Lead, in caſe you 
ſhould happen to have the Queen or Knave of 
any other Suit, with one Card only of the fame 
4.4 Suit, it would be better Play to lead from your 
1 Queen or Tnave of either of theſe Suits, it be- 
Wi ing 5 to 2 that your Partner has one Honour at 
leaſt in either of thoſe Suits. | 
V. If you have Ace, King, and one ſmall 
Card of any Suit, with four I'rumps; if your 
Right-hand Adverſary leads that Suit, paſs it, 
becauſe it is an equal Wager that your Partner 
has a better Card in that Suit than the third 
N | Hand ; 
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and two ſmall Trumps; in this Caſe, 
to judge he has five Cards of each Suit, and 
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© Hand ; if ſo, you gain a Trick by it; if other- 


wiſe, as you have four Trumps, you need not 
fear to loſe by it, becauſe when Frumps are 
played, you may be ſuppoſed to have the long 
Trump. | | | Y | 3 HR 145 
mmand of 


- 


A CAUTION not to part with the Cy 
pour Adverſary's great Suit, 8c. _ 


I. IN caſe you are weak in Trumps, and that 
Ait does not appear that your Partner 1s 


very ſtrong in them, be very cautious how you 


part with the Command of your Ad verſary's great 
Suit: For ſuppoſe your Adverſary plays a Suit 
of which you have the King, Queen, and one 
ſmall Card only, the Adverſary leads the Ace, 
and, upon playing the ſame Suit, you play your 
Queen, which makes it almoſt certain to your 
Partner that you have the King; and ſuppoſe 
your Partner refuſes to that Suit, do not play 
the King, becauſe if the Leader of that Suit or 
his Partner have the long Trump, you riſque 
the loſing of three Tricks to get one. 3 
II. Suppoſe your Partner has ten Cards re- 
maining in his Hand, and that it appears to you 
that they conſiſt of Trumps and one Suit only; 
and ſuppoſe you ſhould have King, Ten, and 
one ſmall Card of his ſtrong Suit, with Queen 
u are 


therefore you ought ta play out the King: of 


his ſtrong Suit; and if you win that Trick, 


Cs your 
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your next Play is, to throw out the Queen of 


Trumps ; if that likewiſe comes home, proceed 
to play Trumps : This Method of Play may be 
made uſe of at any Score of the Game, except 
at 4 and g. fl 

III. The TRUMP turned up to be remembered. 
It is ſo neceſſary that the Trump turned up 


ſhould be known and remembered, both by the 


Dealer and his Partner, that we think it pro- 
per to obſerve, that the Dealer ſhould always 


fo place that Card, as to be certain of having 
Recourſe to it: For ſuppoſe it to be only a 5, 
and that the Dealer has two more, viz. the 6 
and , if his Partner trumps out with Ace and 
King, he ought to play his 6 and q; becauſe, 
Jet us ſuppoſe your Partner to have Ace, King, 
and four ſmall Trumps; in this Caſe, by your 
Partner's knowing you have the 5 remaining, 
you 36 7 win many Tricks. 
IV. Your Right- hand Adverſary leads a Suit 
of which you have the Ten and two ſmall 
ones; the third Hand puts up the K nave, your 
Partner wins it with the King; when your 
Right-hand Adverſary leads that Suit again, 
and plays a ſmall one, do you. put on your 
Ten, becauſe it may ſave your Partner's Ace, 
upon Suppoſttion that your Right-hand Adver- 
ſary led from the Queen; you will ſeldom fail 
of Succeſs by this Method of Play. 
V. Suppoſe you have the beſt Trump, and 


that the Adverſary 4 has one Trump only re- 
2 „ Mmaimimg, | 2 | 


þ 4 


«a4 A A 


e. 
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maining, and that it appears to you that your 
Adverſary B has a great Suit; in this Caſe, tho 
you permit 4 to make his Trump, yet by keep- 
ing the Trump in your Hand, you prevent the 


Adverſary B from making his great Suit; where- 


7 1 only one Trick Difference ; but by this Method. 


as „if you had taken out 4's Trump, it had made 
you probably ſave three or four Trieks. 
VI. The following Cask happens frequently. 

That you have two Trumps remaining when 


= your Adverſaries have only one, and it appears 
to you that your Partner has one great Suit; 


have the worſt, becauſe by removing the 


in this Caſe always play a Trump, ny you 
rump. 


> out of your Adverſary's Hand, there can be no 


2 Obſtruction to your Partner's great Suit. 
VII. Suppoſe you ſhould have three Trumps. 
when no Body elſe has any, and that you ſhould 
have only four Cards of any certain Suit re- 
maining; in this Caſe play a Trump, which 
> ſhews your Partner that you have all the Trumps,, 
and alſo gives you a fair Chance for one of your 
A dverſaries to throw away one Card of the 
aforeſaid Suit; by which Means, ſuppoſing that 
Suit to have been once led, and-one thrown 
away, makes five, and four remaining in your 
Hand makes nine, there being only four re- 
maining between three Hands, and your Part- 


ner having an equal Chance to hold a better 


Card in that Suit than the laſt Player, it there- 
fore follows that you have an equal Chance to- 
make three Tricks in that Suit, Which probably 

8 1 could 
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could not have been done. but by this Method 
of Play. 
VIII. Suppoſe you have five Trumps, and 
fix fmall Cards of any Suit, and you are to lead; 

the beſt Play is to lead from the Suit of which 
you have ſix, becauſe, as you are deficient in two 
Suits, your Adverſaries will probably trump out, 
which is. playing your own Game for you; 
whereas, had you begun with playing Trumps, 
they would force you, and ny de- 
Ay we Game. 
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The Manner of playing ee er Funker 'e e 
Plwained, with many Examples. 


* So Trumps you are to play the higheſt of 
your Sequences, unleſs you ſhould have 
Ace, King, and Queen; in that Caſe play the 
loweſt, in order to let your Partner into the State 
of your Game. 
9 I. In Suits which are not Trumps, if you 
have a Sequence of King, Queen, and Knave, 
and two fmall ones; whether you are ſtrong 
in Trumps or not, it is the beſt Play to begin 
with the Knave, becauſe by getting the Ace 
| = of any Hand, you make Room for the whole 
ik, 
III. And in caſe you a are re ſtrong i in Towns, 
fuppoling you ſhould have a Sequence of Queen, 
nave, Len, and two. ſmall Cards of any Suit; 
in that Caſe you ought to play the higheſt of 
your Sequence, becauſe, if either of the Adver- 
bfod- 6 aries 


. G A ME f WHIST. 37 


ſaries ſhould trump that Suit in the ſecond 
Round, by being ſtrong in Trumps,: you fetch 
out their Trumps, and A. rs ne the 
Remainder of that Suit. 
9 The like Method may be taker; if you ſhould 

A | no to have a Sequence by Knave, Ten, 
Nine, and two ſmall Cards of any Suit. 
IV. If you have a Sequence of a King, 
Queen, -Knave, and one ſmall Card of any 
> Suit, whether you are ſtrong in Trumps or 
| * . otherwiſe, play your Ting; and do the like by 

any inferior Sequences, if your have oP four i in 
Number: 209 

V. But if you ſhould happen to be weak in 
Trumps, you muſt always begin with the 
loweſt of the Sequence, in caſe you ſhould 
haue five in — for, ſuppoſe your Part- 
ner to have the Ace of that Suit, he then makes. 
itt; and where lies the Difference, whether you 
or your Partner win a Trick? For if you had 
the Ace and four ſmall Cards of any Suit, and. 
are weak in Trumps, and led from that Suit, 
if you play well, you ought to play the Ace; 
if you are very ſtrong in Frumps, you may 
play your Game as backward as you pleaſe; 
but if you are weak in Trumps, you muſt my 
the reverſe; 
= VI. Let us explain what is meant by being 
ſitrong or weak in Trumps. + 

If you have Ace, REO an; three. can 

TFrembs. HR ami 


- King, Queen, and three ſmall Frumps. 
Queen, 
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- we underſtand | : 
VII. What Strength in Trumps entitles you 


Queen, K nave, and three ſma]l Trumps. 

Queen, Ten, and three ſmall Trumps. 

K nave, Ten, and three ſmall Trumps. 

Queen, and four ſmall Trumps. 

K nave, and four ſmall Trumps. 

In any of the aforeſaid Caſes, you may be 
underſtood to be very ftrong in Trumps, and 
therefore you may play by the foregoing Rules, 
being morally aſſured of having the Command 
in Trumps. SS 0% 1904 | 

If you have two or three ſmall Trumps only, 

you to be weak in them. 


to force your Partner at any Point of the Game ? 
Ace, and three ſmall Trumps. | 
King, and three ſmall FTrumps. 
Queen, and three ſmal! 'Trumps.. 
Knave, and three ſmall "Trumps. 
VIII. If, by Accident, either you or the Ad- 


verſaries have forced your Partner (though you 
are weak in Trumps) if he has had the Lead, 


and does not chuſe to trump out, force him on 
as often as the Lead comes into your Hand, un- 
leſs you have good Suits of your own to play. 
IX. If you ſhould happen to have only two 
or three ſmall 'Trumps, and that your Right- 
hand Adverſary leads a Suit of which you have 


none, trump it, which is an Information to your 


Partner that you are weak in Trumps. 


X.i Suppoſe you have Ace, Knave, and one 


fmall Trump, and that your Partner trumps 
to you, ſuppoſe from the King and three ſmall 
| | Trumps, 
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* Trumps, Query, Whether it is the beſt Play 


co put on the Ace or 'Knave ? and ſuppoſe your 


2 
I 
Z 
K 


BY 


3 Fa 
. 


1 Right- hand Adverſary has three Trumps, and 


that your Left-hand Adverſary has the like 


Number; in this Caſe, by fineſſing of your 
Kunave, and playing your Ace, if the Queen 
is on your Right-hand, you win a Trick b 
7 it; but if the Queen is on your Left-hand, an 


2 


1 1 2 ſhould play the Ace, and then return the 


* 
„ 
0 , 
N * 

2 4 
no * 

Mug: 


nave, admitting. your Left-hand Adverſary 
put on the Queen, which he ought to do, it is 


1 above 2 to 1 that one of the Ad verſaries has the 


Teen, and conſequently you gain no Tricks by 


| playing thus. 
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Xl. If your Partner has led from the Ace of 
= Trumps, and ſuppoſe you ſhould. have King, 
> Knave, and one fmall Trump, by putting on 


your K nave, and returning the King, it anſwers. 


exactly the like Purpoſe of the former Rule. 


In other Suits you may practiſe the like Me- 
XII. If you are ſtrong in Trumps, and that 


you have King, Queen, and two or three ſmall 


* Cards in any other Suit, you may lead a ſmall 
one, it being 5 to 4 that your Partner has an 
Honour in that Suit; but if you are weak in 


3 Trumps, you ought to begin with the King. 


XIII. If your Right-hand Adverſary leads a 


©} Suit of which you have King, Queen, and two 
or three ſmall Cards of the ſame Suit, you being 


ſtrong in Trumps, may paſs it, becauſe it is an 


-=-<qual Wager that your Partner has a better 


Card: 
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Card in that Suit than the third Hand; if not, 
dy your Strength of nn 11 need not fear 
en that Suit. 

XIV. If your Ri, Wen ee lende 
2 Suit of — you "bing King, Queen, and 
one ſmall Card, whether in Frumps or not, 
por? on the Queen: Alſo, if you have Queen, 

nave, and one fmall Card, put on the Knave; 
and if you have Knave, Na and one nl 
Card, put on the Ten: by putting up the ſe- 
cond. beſt, as aforeſaid, your Partner has an 
Ex pectation of your having x better Card or 
Cards in the ſame Suit; and, by Recourſe to 
the Calculations annexcd to this. Treatiſe, he 
may be able to; judge what are the Odds for and 
againſt him. 

XV. If you mould habe hon King, — two 
mall Cards in any Suit, being ſtrong in TrumpsB; 
if your Right-hand Adverſary leads that Suit, 
you may paſs it, becauſe it is an equal Wager 
that your Partner has a better Card in that Suit 
than the third Hand; if ſo, you gain a Trick 
by it; if otherwiſe, you need not fear to make 
72 Ace and King, by your N in 

rumps. 

XVI. If you ſhoutd have the Aces Nine, 
Eight, and one ſmall Trump, and that your 
Partner leads the Ten; in that Caſe. paſs it, 
becauſe, unleſs the three Honours lie behind 
you, you are ſure of making two Tricks; do 

dhe e- n Ranks agus N Nine, 
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Eight, and one ſmall Trump ; or the Queen, 

Nine, Eight, and one ſmall Trump: 
XVII. In order to deceive: your Adverſaries, 
if your Right-hand Adverſary leads from a Suit 
of which you have Ace, King, and Queen, or 
Ace, King, and Knave, put on the Ace: be- 
cauſe that encourages the Adverſaries to play 
that Suit again: And though you deceive your 
Partner by this Method of Play, you alſo de- 
ceive your Adverſaries, which is of greater Con- 


in the other Suit, your Right-hand Adverſar. 


®F uit was againſt him, and conſequently would 
have changed Suits. 12 6 Ov THO SAG 
XVIII. Suppoſe you have Ace, Ten, and one 
XZ ſmall Card, in any Suit; alfo the Ace, Nine, 
and one ſmall Card of any Suit, Query, Which 
of theſe Suits ought you to lead from? Anſwer, 
= From the Suit of which you have the Ace, Nine, 
and one ſmall Card; for this Reaſon, it being 
an equal Wager that your Partner has a better 
Card in that Suit than the laſt Player; if not, 
let us then ſuppoſe that your Right- hand Ad- 
verſary leads from the King, or Queen, of the 
Suit of which you have the Ace, Pen, and one 
— ſmall Card; in that Caſe it is an equal Wager 
that your Partner has a better Card in that Suit 
than the third Hand; if that happens to be the 
Caſe, upon the Return of the Suit, you lie Te- 


nace, 
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heads, he that names the Tunida ought to win | x 


nace, and conſequently ſtand a fair Chance ko 1 
three Tricks in that Suit. lil 
XIX. 4 Cas to demonſtrate the Tn. 
es us ſuppoſe A and B to play at Two: : 
handed Whiſt, and let us ſuppoſe 4 to have 
the Ace, Queen, 'Ten, Eight, Six, and Four f '1 
of Clubs, which, in caſe B always leads, are . 
ſix ſure Teiche, Let us ſuppoſe he has the 
ſame Hand in Spades, nene in — B always 
leads, ate ſix more ſure Tricks. We ſuppoſe 
has the:Remainder of theſe two Suits, — 

Let us ſuppoſe B to have the ſame Hand in 
Hearts and Diamonds, as 4 has in Spades and 
Clubs, and that A has the Reiner of the 
Hearts and Diamonds, which, in Caſe 4 che: 
. are twelve ſure Tricks alſo to B. 

The foregoing Caſe ſhews that both Hands | 1 
are exactly equal; and therefore let one of them E- 
Hame his Trumps, and * he wins thirteen | Za 
Tricks only. | Pa 

But if one names the Pau and the other 0 


* ®, 5036-40 
wg 


fourteen Tricks. 

Thoſe who would attain to the playing of | 7 
Wuter to Perfection, muſt not be content only i 8 
with being a Maſter of the Calculations con- x 
tained in this Treatiſe, and alſo an exact Judge 
of all the general. and particular Caſes in the | 
ſame ; but be a very punctual Obſerver of ſuch 05 
Cards as are thrown away, both by his Partner 4 
and Adverſaries, and at what Time: * 1 
attends 
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2 4 trends cloſe! y to theſe Particulars, i is fe 2 
| n to attain his End. 


"I. 


Additional 8 as E 8. 


„HEN it appears to you that the Adver- 
ſaries have three or four Trumps re- 
—_ aining, and that neither you nor your Part- 
5 ner have any, never attempt to force one Hand 
to trump, and to let the other throw away a 
Joſing Card, but rather endeavour to find out 
a Suit in your Partner's Hand, in cafe you 
have no Suit in your own; by "which Means 
vou L dun from — their Trumps 


4 and further pes 4 t have ene 1 rump e 
and ſuppoſe his Partner B to have the Ace and 
XZ Queen of Trumps, and ſuppoſe the Adverſaries 
IF C and O to have the King and Knaveof Trumps 
2 between them. 4 leads his ſmall Trump, C 
plays the Knave of Trumps, Query, Whether 
5 is to play his Ace or Queen of Trumps upon 
F the Knave? becauſe D having four Cards in his 
Hand remaining, and C only three, conſe- 
5 e it is four to three in B's Favour, 
that the King is in D's Hand: If we reduce 
735 the Number of four Cards in a Hand to three, 
the Odds then is 3 to 2; and if we reduce the 
4 | waver of three Cards! in a Hand to two, the 
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Odds then is 2 to 1 in Favour of B's winning 
of a Trick. by putting on his Ace of Trumps. | 
By the like Rule you may play all the other | 
Suits. | h 
III. Let us 8 you baus dhe thirteenth | 1 
Trump, and alſo the thirteenth Card of any Suit F 'F 
in: your Hand, and one loſing Card; and let us 
ſuppoſe you haveoon! y three Cards remaining, 
uy, Which of theſe Cards are you to play? 
er, You are to play the loſing Card, be- 
cauſe if you play the thirteenth: Card firſt, the 
Adverſaries knowing you to have one Frump " 
remaining, will not paſs your loſing. Card, and 1 
therefore you play 2 to 1 againſt yourſelf. 4 
IV. Let us ſuppoſe om 2 you have the hes; 1 
King, and three ſmall Cards, in any Suit which 
has never been played; and let us ſuppoſe that 
it appears to you that your Partner has the 1 
laſt Trump remaining, Suery, How are you to 
play theſe Cards to your greateſt Advantage? 
Anſwer, You are to lead a ſmall Card in that 
Suit, becauſe it is an equal Wager that your 
Partner has a better Card in that Suit than the 
laſt Player; if ſo, and that there are only three 1 
Cards in that Suit in any one Hand, it follows 
that you win five Fricks in that Suit; where- 
as, if you play the Ace and King in that Suit, 
it is 2 to 1 that your Partner does not hold the 
Queen, and conſequently, by playing the Ace 
and King, it is 2 to 1 that you win only two 
Tricks in that Suit. This Method may be 
15 100 in caſe all the Trumps are played out, | 4 
* | provided 
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provided you, have good Cards in other Suits tg 
bring in this Suit; and you, may obſerve, that 
you reduce the Odds of 2 to. I againſt you to an 
equal Chance by this Method of Play, and 
probably gain three Tricks byit. ++ 
V. If you chuſe to have, Trumps played by 
the Adverſaries, and that your Partner has led 
= Suit to you, of which you have the Ace, 
nave, Ten, Nine, and Eight, or the King, 


nave, Ten, Nine, and Eight, you are to play 


: . 


the Eight of either Suit; which probably Jeads 
the Adverſary,.if he wins. that Card, to play 
ZTrumps.. oy | ht 


VI. Suppoſe you ſhould have a Quart-Majar 


L : GER , 
7 
3 8 


In any Suit, with one or two more of the ſame 
Suit, and that it is neceſſary to let your Part- 
ner know that you bave the Command of that 
Suit; in that Caſe, throw away the Ace of that 
Suit upon any Suit of which you have none 
in your Hand, to clear up his Noubts, becauſe 
the Odds is in your Favour that neither of the 
Adverſaries have more than three in that Suit: 
The like Method may be taken if you have a 
Quart to a King; the Ace being played out, 
you may throw away the King; alſo, if you 
ſhould have a Quart to a Queen (the Ace and 
King being played out) you may throw away 
your Queen: All which lets your Partner into 
the State of your Game; and you may play by 
= the like Rule in all inferior Sequences, having 
the beſt of them in your Hand.  _ 

VII. There is ſcarcely any thing more com- 
| | i monly 
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manly practiſed amongſt moderate Players, in 
cafe the King is turned up on the Left-hand, PF 
and that they have the Queen and one ſmall 

 Frump only, to play out their Queen, in Hopes 
their Partner may win the King if it is put on L. 
not conſidering that it is about 2 to 1 that their 1 


Partner has not the Ace; and admitting he has 
the Ace, they do not conſider that they play 
two Honours againſt one, and conſequently 
weaken their Game. The Neceſſity only of play- 7 
ing Trumps ſhould oblige them to play thus. 
VIII. A Cass which frequently happens. 

Aand B are Partners againſt C and D, and al! 
the Trumps are played out except one, which 
Cor D has; A has three or four winning 
Cards in his Hand of a Suit already played, . 


FS 


with an Ace and one ſmall Card of another C 


1 


Suit; Query, Whether it is As beſt Play to 
throw away one of his winning Cards, or the 
ſmall Card to his Ace- Suit: A, It is his 
beſt Play to throw away one of his winning 
Cards; becauſe, if his Right-hand Adverſary FF 
plays to his Ace-Suit, he has it in his power to 
paſs it, and conſequently his Partner B has an .. 
equal Chance to have a better Card in that Suit 
than the third Hand; if ſo, and he has an 
forcing Card, or one of his Partner's Suit to plaß 
to, in order to force out the laſt Trump, his 
Ace remaining in his Hand, brings in his win-- 
ing Cards; whereas, if A had thrown away the 
ſmall Card to his Ace-Suit, and that his Right- 
hand Adverſary had led that Suit, he had been 
wy” =! obliged 


F ig FR to put on his Ace, and confequently 
Had Tol ſome Fricks by this Method of Play. 
IX. Suppoſe ten Cards have been played out, 
and ſuppoſe it appears very probable that your 
Loeft- hand Adverſary has Fhree Trumps remain 
+ Ing, viz. the befb andi two ſmall ones; and 
ſuppoſe you haue two Trumps: only, and that 
pour Partner has no. Frump; and ſuppoſe your 
Right-hand Aduerſary plays a thirteenth ot 


Home other winning Card, in that Caſe pafs it, 
py which Means you gain a Trick, becauſe the 
1 eft· hand Adverſary muſt trump it. 
X. In order to let your Partner into the State 
f your Game, let us ſuppoſe you to have a 
Quart -Major in Trumps (or any other four beſt 
b Trumps) if you are obliged to trump a Card, 
vin it with the Ace of Trumps, and then play 
be K nave, or win it with the higheſt of any 
pther four beſt Trumps, and then play the 
ZYoweſt, which clears up your Game to your 
Partner; and, by ſuch a Difeovery, it may be 
Ihe Riera 4 Ry da Tricks: Yau may 


PRE: 


Trumps. eq 

& XII: EY: your Right=bahd Adverfary 
turns up the Queen of Clubs; and ſuppoſes 
when he has the Lead, he plays the Knave of 
Clubs; 
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Clubs; and ſuppoſe you have the Ace, Ten, 
and one Club more, or the King, Ten, and one 
ſmall Card; Query, When he leads his Knave, 
whether you arè to win it or not? Anſwer, You 
are not to win it, becauſe it is an equal Wager, 
when he leads his Knave of Clubs, you not 
having the King, that your Partner has it; 
alſo, it is an equal Wager, when he leads his - 
K nave of Clubs, you not having the Ace, that 


your Partner has it, and conſequently you gain 
2 Trick by paſſing it; which cannot be done, 
if you either (Hut) on "us min or Ace * 5 
. 3 ont 13017 j 3 5 
XIII. 4 Catmfar alam Tod us ſuppoſo . 
4 and BB Partners againſt C and D; and let u 
ſuppoſe C to deal; and det us ſuppoſe A to have 
the King, EKnave, Nine, and Seven of Clubs, 
they being Trumps; a Quart-Major in Dia-? 


monds, a Tierce-Major in Hearts, and the Ace = - 


and King of Spades. - 
Let us ſuppoſe B to have nine Diamonds, 1 

two Spades, and two Heart. 1 
Alſo, Let us ſuppoſe D to have the ace n 


Queen, Ten, and Eight of arre/iaps;! with nine 
Spades. = : 
And let C have. Gve Ma and eight Hearts. | 1 4 
A is to lead a Trump, which D.is to win, 
and D is to play a Spade, which his Partner 4 
is to 2 E C is to lead a Ems which his“ 5 3 


which ci is to sp ; and 2 is to play a Trump, 4 | 


which D is to win; and D having the beſt 
Trumpf | 


F YN os RW CTR 
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. Mun is to play it; which done; D having 
ſeven Spades in his Hand, x wins ON and, con- 
„ n N ſlams A and 5 . 


More additional Chors CES THT 


1 I. Ira your Arte ads the King 5 a Suit, 
i and that you have none of — Suit, paſs 
it, by throwing away a loſing. Card (unleſs 
your Right-hand Adverſary has put on the Ace) 
ee by ſo doing, you make Roo for his 
it. | 
II. Suppoſe your Partner lads the Queen of 
a Suit, and your Right-hand Adverſary wins 
it with the Ace, and returns that Suit; in cafe 
you have none of it, do not trump it, but throw 
away a lofing Card, which makes Room for 
our Partner's Suit. An Exception to this 
anner of Play is, if you play for an odd Trick, 
and that you are very weak in 1 rue pes you 
may trump It. | 
III. Suppoſe you have 8 * „and one 
ſmall Card of a Suit, and that your Farben 
Adverſary leads that Suit, and ſuppoſe 
2 ſhould have four ſmall Trumps, and no ot 
of Confequetice to lead from; and ſuppoſe 
3g _ Right-hand Adverſary ſhould. put up the 
Nine, or any lower Card; in this "Caſe, win 
it with the Ace, and return the Lead upon the 
Adverfary, by playing the ſmall Card of that 
Suit; who-will-have Reafon to judge that the 
King lies behind him, K bean will 
not 
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not put up his Queen if he has it; and there- 
fore you have a fair Probability of winning a 
Trick by this Method of Play, at the | ſame 
Time letting your Partner into the State of 
your Game. | 
IV. If your Partner forces you to trump a 
Card early in the Deal, you are to ſuppoſe him 
ſtrong in Trumps, except at the Points of 4 or 
9; and therefore, if you are ſtrong in Trumps, 
you may play them. | 
V. Suppoſe you call at the Point of 8, and 
our Partner has no Honour; and ſuppoſe you 
ſhould have the King, Queen, and Jen; the 
King, K nave, and Ten; or the Queen, Knave, 
and Ten of Irumps; when Trumps are played, 
always put on the Jen, which demonſtrates to 
your Partner that you have two Honours re- 
maining, and ſo he plays his Game accordingly. 
VI. Suppoſe your Right-hand Adverſary 
calls at the Point of 8, and his Partner has no 
Honour; and ſuppoſe you ſhould have the 
King, Nine, and one ſmall Trump, or the 
Queen, Nine, and two ſmall Trumps; when 
Trumps are played by your Partner, put on the 
Nine, becauſe it is about 2 to I that the Ten 
is not behind you, and ſo you play your Nine 
to an Advantage. | 
VII. If you ſhould happen to lead a Suit of 
which you have the Ace, King, and two or 
three more, when you play the Ace, if your 


Partner plays the Ten or Knave; and ſuppoſe 


you ſhould have one fingle Card in your Hand 
10 | {oo 


2 
"I WA 
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in any other Suit, and two or three ſmall 
Trumps only; in this Caſe lead the ſingle Card, 


in order to eftabliſh a Saw; and this Conſe- 


quence attends ſuch Play, viz. upon leading 
that Suit it gives your Partner an equal Chance 
of having a better Card in it than the lait 
Player; whereas, had he led that Suit to you, 
which is probable had been his ſtrong Suit, the 
Adverſaries would have made the Diſcovery of 
your attempting to eſtabliſh a Saw, they would 
trump out, and ſo prevent your making your 
ſmall Trumps: By this Method of Play, your 
Partner will eafily judge the Reaſon for your 
changing of Suits, and ſo play his Game ac- 
cordivighyg 375557 8 "2 <9 + 
VIII. Suppoſe you have the Ace and Deuce 
of Trumps, and ſtrong in the three other Suits; 


if you are to lead, play your Ace, and next your 


Deuce of Trumps, in order to put the Lead in- 
to your Partner's Hand, to take out 2 Trumps 


for 1; and ſuppoſe the laſt Player wins that 


Trick, and that he leads a Suit of which you 
have the Ace, King, and 2 or 3 more, pals it, 
becauſe it is an equal Wager that your Partner 
has a better Card in that Suit. than the third 
Hand ; if ſo, he will then have an Opportunity 
of taking out two Trumps to one; when the 
Lead comes into your Hand, you are to en- 
deavour to force out one of the two Trumps 
remaining, upon Suppoſition 11 Trumps are 
played out, and the Odds is till in your Fa- 

A, 3 | vour 


your that your Partner hue 1 one of (the . 2 
Trumps remaining. 

IX. Suppoſe 10 Cards are alayved Frog ang 
that. you have the King, Ten, and one ſmall 
Card of any Suit, Which has never been led; 
and ſuppoſe you have won 6 Tricks, and fad» - 
poſe your Partner leads from that duit, and that 
there is neither a A rump or thirteenth Cardin 
any Hand; in this Caſe, unleſs your Right-hand 
; Adverſary puts on fo high a Card gas obliges 
you to play your e do not put it on, be- 
cauſe pd the Return of that Suit, you make 
your King, and conſequently tbe odd Trick, 
uchich makes 2 Difference: if there happens to 
be only g Cards played out, in the like Circum- 
ftance, you are to play by the like, Rule. This 
Method is always to be taken, unleſs the gain= 

of 2 Tricks gives you a Chance either to 
ſave your Lurch, or to win or ſave the Game. 
NX Suppoſe A and B Partners againſt C and 
Dj: andufet us ſuppoſe B has the two laſt 
Trumps, alſo the Queen, Knave, and Nine of 
another Suit; and let us ſuppoſe 4 has neither 
the Act, King, or Ten of that Suit, and A is to 
lead chat Suit: Query, What Card is B to play, 
to gire him the faireſt Probability of winning 
a Trick in that Suit? Anſwer, B is to play the 
Nine of that Suit, becauſe it is only five to four 
againſt him that his Left-hand Adverſary holds 
the Pen; ande if he plays either the Queen or 


Enave, it is about three to one the Ace or 
King 
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King is in his Left-hand Adverſary's Hands, 
and conſequently he reduces the Odds of three 


to one againſt him, to five to four only. 
XI. Let us vary the foregoing Caſe, and put 


the King, Knave, and Nine of a. Suit into B's 


Hand, upon duppoſition that A has neither Ace, 
Queen, or Ten; when 4 leads that Suit, it is 
exactly equal whether B plays bis King, F nave, 
or Nine. a SETS _—_ * 33 3 
XII. Suppoſe. you have Ace, King, and three 
or. four ſmall Cards of a Suit not played, and 
that it appears to you that your Partner has the 
laſt Trump; in this Caſe, if you are to lead, 
7 a ſmall Card in that Suit, it being an equal 

Wager that your Partner has à better Card in 
that Suit than the laſt Player; if ſo, the Proba- 
bility is in your Favour that you make 5 or 6 
Tricks, in that Suit; but if you ſhould play 
out Ace and King of that Suit, it is 2 to I that 


9 it is 2 to 1 that you make only two 


Trieks in that Suit; by which Method of Play 
g of 3 or 4 Fricks in that 
eal to gain one on. 1 


XIII. If your Partner leads a Suit of which 


he has the Ace, Queen, Knave, and many more, 
and leads his Ace, and then plays his Queen ; in 


caſe you have the King, and two ſmall Cards 
in that Suit, win his Queen with the King; and 
ſuppoſe you are ſtrong in Trumps, by clear- 


ing the Board of Trumps, and having a ſmall 


Card of your Partner's, great Suit, you do. nat 
| D 3 obſtruct 
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obſtruct his Suit, and conſequently win many 
Tricks by this Method of Play. > 


New CAS ES at WHIST. 

How to play for an odd Trick. 
UPPOSE you are elder Hand, and that 
you have the Ace, King, and three ſmall_ 
Trumps, with four ſmall Cards of another Suit, 
three ſmall Cards of the third Suit, and one 
ſmall Card of the fourth Suit: Query, How are 
you to play? Anfwer, You are to lead the ſingle 
Card, which, if it is won by the laſt Player, it 
puts him upon playing Trumps, or to play to 
your weak Suits; in which Caſe your Partner 
and you gain the Tenace. 15 


The like Caſe for an odd Trick, and that your Part- 
JJV 
Let us ſuppoſe he plays the Ace of the Suit, 
of which you have only one, and proceeds to 
lay the King of the ſame Zuit, and that your 
Right-band Adverſary trumps it with the Queen, 
Knave, or Ten; do not overtrump him, but 
throw away a ſmall Card of your weakeſt Suit ; 
the Conſequence of which is obvious, becauſe 
it leaves your Partner the laſt Player, and ſo 
gives him the Tenace in your weak Suits, 
The like Caſe, upon Suppoſition you want four 
or five Points, and that you are elder Hand. 

In that Caſe play a ſmall Trump, and if your 
Partner has a better Trump than the laſt Player, 
and returns the Lead, put on your King of 
| | rumps, 


Trumps, and then proceed to play the Suit of 


which you have four in Number. _ 

Theſe Examples being duly attended to, on 
all Parts of the Game, muſt be of great Conſe- 
quence to the Player ; becauſe when he has no 
good Suit to play, his Partner being the laft 
Player gains the Tenace in his weak Suits. 
II. 4 and B are Partners againſt C and D, 
12 Trumps are played out, and 7 Cards only 
remain in each Hand, of which A has the laſt 
Trump, and alſo the Ace, King, and 4 fmall 
Cards of a Suit: = nas 

Quere, Whether A4 ſhould play the Ace and 
King of that Suit, or a ſmall one? 

' Anſwer, A ought to play a ſmall Card of 
that Suit, becauſe it is an equal Wager that his 
Partner has a better Card in that Suit than the 
laſt Player; and in this Caſe, if 4 Cards of that 
Suit ſhould happen to be in either of the Ad- 
verſaries Hands, by this Method of Play, he will 
be able to make five Tricks in that Suit ; which 
if he played off his Ace and King, he had made 
only 2 Tricks in that Suit. If neither of the 
Adverſaries have more than 3 Cards in that 
Suit, he has an equal Wager to win 6 Tricks 
In it. 
III. Suppoſe A and B are Partners againſt C 


|; 4 and D, and that eight Frumps are played out, 
WE and that A has four of thoſe Frumps remaining, 
3 C having the beſt Trump, and to lead: 


> Quere, Whether C ought to play his Trump 
1 er not ? | 


| 1 | D 4 | Anſwer, 
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+ Anſwer, C ought not to play his Trump to 
take out 1 of 4's Trumps, becauſe, as he leaves 
3 Trumps in 4's Hands, in caſe 4s Partner has 
any great Suit to make, by C's keeping the 


Trump in his Hands, he can prevent him from 5 


making that Suit by trumping it. 


IV. A Caſe of Gurioſtty. 
_ Suppoſe 3 Hands of Cards, containing 3 Cards 
in each Hand: let 4 name the Trumps, and let 
B chuſe which Hand he pleafes, 4 having his 
Choice of either of the other 2 my wins 2 
5 0 2 5 
Clubs are to be Trumps. 
Firſt Hand, Ace, King, and 6 of Hearts, 
Second Hand, a and 10 of _—_— and 
10 of 1 rumps. | 
Third Hand 9g of Hearts, and 2 and 3 of 
Trumps. - 
The firſt Hand wins of a 600 
The ſecond wins of the third. 
And the third wins of the firſt. 


The Laws of W His r. 
Of Dealing. 


. IF a Card i is turned up in Dealing, it is in 
the Option of the Adverſe Party to call a 

new Deal; but if either of them have been the 

Cauſe of turning up ſuch Card, in that Caſe the 

Dealer has his Option, 

II. If a Card is faced in the Deal, they muſt 


deal again, unleſs it is the laſt Card. 
III. Every 


Th: Laws of WHIS T. 


III. Every Perſon ought to ſee that hi Fas 

13 Cards dealt; therefore, if any one ſhould 

happen to have only 12, and does not find it 

out till ſeveral Tricks are played; and that the | 
reſt of the Players have their right Number, the 
Deal ſtands good; and alſo the Perſon who 
plays with 12 Cards, f is to be puniſhed for each 

Revoke, in caſe he has made any; but. H any 
of the reſt of the Players ſhould happen to — 

14 Cards, in that Caſe the Deall is loſt: 

IV. The Dealer ought to leave in View up- 
on the Table his Trump Card, till it is his 
Turn to play; and after 15 has mixed it with 
his other Cards, Nobody is entitled to demand 
what Card is turned up, but may aſk what is 
Trumps; This Conſequence attends ſuch 2 
Law, that the Dealer cannot name a wrong 
Card, which otherwiſe he might have done. 

V. None of the Players ought: to take up or 

look at their Cards, while any Perſon is deal- 
ing; and if the Dealer ſhould happen to miſs 
Deal, in that Caſe he ſhall deal again, unleſs 
it ariſes from his Partner's Fault, and if a 
Card is turned up in dealing, no new Deal 
{hall be called, unleſs the Partner has been the 
Cauſe of it. 

VI. 4 deals, nd inſtead of turning up the 
1 Trump, he puts the Trump Card upon the reſt 
olf his Cards, with the F wh downwards ; he is 
= toloſe his Deal. 5 
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it is in the Option of either of his Adver- 


He chuſes to have him lead; 


O playing out of Turn. 
VII. If any Perſon plays out of his Turn, 


verſaries to call "he Card played, at any Time 
In that Deal, provided it does not make him re- 
voke; or if either of the adverſe Parties is to 
lead, he may deſire his Partner to name the Suit 
and when a Suit 
is then named, his Partner muſt play it if he 


Has it. 


VIII. 4 and B are Partners einst C and 
D; A plays the Ten of a Suit, the Adverſary 
C plays the Knave of the ſame Suit, B plays 
a ſmall Card of the ſame Suit; but before D 


Plays, his Partner C leads a thirteenth or ſome 


other Card ; the Penalty ſhall be in the Option 
of 4, or B, to oblige D to win the Trick if he 
can. 

IX. A and B are Partners againſt C and D; 
A leads a Club, his Partner B plays before the 
Adverſary C; in this Caſe D has a Right to 
play before his Partner C, becauſe B played out 
of his Turn. 

X. If the Ace, or any other Card of a Suit 
is led, and it ſhould ſo happen that the laſt 
Player plays out of his Turn, whether his Part- 


ner has any of the Suit led or not, provided you 


do not make him revoke, he is neither entitled 
to trump it, nor to win the Trick, 


or 


The Laws of WHIS T. 59 
Of Revoking. 


XI. If a Revoke happens to be made, the 
Adverſaries may add 3 to their Score, or take 3 


Tricks from the revoking Party, or take down 
from their Score; and the revoking Party, 


provided they are up, notwithſtanding the Pe- 
nalty, muſt remain at nine: the Revoke takes 
Place of any other Score of the Game. 

XII. If any Perſon revokes, and before the 
Cards are turned diſcovers it, the adverſe Party 
may call the higheſt or loweſt Card of the Suit 
led, or have their Option to call the Card then 
played, at any Time when it does not cauſe a 

EVORE:. . 

XIII. No Revoke to be claimed till the Trick 
is turned and quitted, or the Party who revoked, 
or his Partner, have played again. 

XIV. If any Perſon claims a Revoke, tho 
adverſe Party are not to mix their Cards, upon 


Forfeiture of the Revoke. | 
XV. No Revoke can be claimed after the 


Cards are cut for a new Deal. 


OF calling Honours. 
XVI. If any Perſon calls at any Point of the 


Game, except 8, either of the adverſe Parties 
may call a new Deal; and they are at Liberty 
to conſult each other, whether they will have 


a new Deal, 
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XVII. After the Trump Card is turned up, 
no Perſon muſt remind his Partner to call, 
Penalty of loſing a Point. 

XVIII. If the Trump Card is turned up, no 
Honours in the preceding Deal can be ſet up, 
unleſs they were before claimed. 

XIX. If any Perſon calls at the Point of 8, 
and his Ber anſwers, and both the oppolite 
Parties have thrown down their Cards, and it 
appears that the other Side had not two by 
Honours; in this Caſe they may conſult with 
one another about it, and are at Liberty to ſtand 
the Deal or not. 

XX. And if any Perſon anſwers when he has 
not an Honour, the adverſe Party may conſult , 
one another about it, and are at Liberty to ſtand 
the Deal or not. 

XXI. If any Perſon call at 8, after he has 
played, it ſhall be in the Option of the Adver- 


ſaries to call a new Deal. 


Of ſeparating and ſhewing the Cards. 


en. ie any Perſon ſeparates a Card from 
the reſt, the adverſe Party may call it, provided 
he names it, and proves the Separation ; but in 
caſe he calls a wrong Card, he or his Partner are 
liable for once to have the higheſt or loweſt Card 
called in any Suit led during that Deal. 6 

„XIIII. If any Perſon throws his Cards up- 
on the Table, with their Faces upwards, upon 


444.4 wrote that he has loſt the Game, the 
Adverſaries 


— 


* 
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Adee have it in their Power to call any 
of the Cards when they think proper, provided 
they do not make the Party. revoke, and he is 
not to take up his Cards again. 
XXIV. If any Perſon is ſure of winning 
every Trick in his Hand, he may ſhew his 
Cards upon the Table; but he is, FRE liable 
to have all his Cards called. 
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Of ning to play to a Tricks 
XXV. A and B are Partners againſt C and 
D; A leads a Club, C plays the Ace of Clubs, 
B plays a Club, and D, Partner to C, takes 
up the Trick without playing any Card; Wo 
and the reſt of the Players, play on, till it ap- 
pears D has one Card more than the reſt; Pe- 
nalty to be, in the Option of the Adverfaries 
to call a new Deal, | 
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Reſpecring who played any particular Card. 


XXVI. Each Perſon, in playing, ought to 
Hay his Gard before him; after he has done ſo, 
= if either of the adverſe Parties mix their Card 

* with his, his Partner is entitled to demand 
each Perſon to lay his Card before him; but 
not to enquire who played any particular Card. 
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4 DICTIONARY jr WHIST, 


which reſolves almoſt all the critical Caſes that 
may happen at that GAME ; by May of Queſtion 
and Anſwer. . 


r. ov to play Trumps to the greateſt lb. 

ae! Peruſe the Treatiſe of 
Whiſt, Caſe 11, Page 7, and all the follow- 
ing Caſes under that and the next Head. 

2. How to play Sequences when Trumps ? 

Anſwer. You are to begin with the higheſt 
of them. 

3- How to play Sequences when Whey are not 
Trumps ? 

Anſw. If you have 5 in Number, you are to 
begin with the loweſt ; if 3 or 4 in Number, 
always play the higheſt. 

4. Why do you 1 paying of e 
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4 rather than other Suits ? 

BH Anſ. Becauſe they are the ſafeſt Lead, and 

$ gain the Tenace in other Suits. 

_ 5. When ought you to make Tricks early? 
. Anſ. When you are weak in Trumps. 
1 6. When ought you not to make Tricks 
VE As. When you are ſtrong in Trumps. 
=_ | 7. When do you play from an Ace-Suit ? 
= Anſ. You do ſo when you have 3 in Num- 
4 ber only in any Suit (Trumps excepted). 

. 8. When don't you play from an Ace-Suit? 
=_ Anſ. You ought not to lead from an Ace- 


Suit, having 4 or more in Number in any other 
Suit ; 
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Suit; becauſe the Ace is an Aſſiſtant to your 
great Suit, and, when Trumps are played out, 
enables you to make that Suit. ; | 

9. When any Card of Conſequence is turned 
up on your Right or Left Hand, how are you 
to play in that Caſe ? See Caſe 1. Page 25, and 

Caſe 1. Page 31. qo 

10. Why are you always to play your Hand 

by your own and Adverſaries Scores? | 

Anſ. Caſe 6. Page 6. See References in this 

Caſe. : | - 
11. How to know when your Partner has no 
more of the Suit played? Caſes 1, 2, 3. Page 16. 

12. Reaſons for putting on at Second-hand 
the King, Queen, Enave, Ten, and when not? 
Caſes 1, 2, 3. Pages 25, 26. 

13. Why are you to play the Queen, Knave, 
or Ten of any Suit, when that Suit is played a 
ſecond Time, having three in Number only ? 
Caſe 4. Page 34. LO: 

14. When ought you to over-trump your Ad- 
verſary, and when not? 

Anſ. When you are weak in Trumps you 
ought to over-trump him; but if ran in 
8 you ought to throw away a loſing 

ard, 1 | 
15. Reaſons for not parting with the Com- 
mand of your Adverſary's ſtrong Suit. Caſe 1. 
Page 33. | | 

16. If your Adverſary on your Right-hand 
leads a Suit of which you have the Ace, — 

| and 


[ 
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and "TRY why are you to put on the Ace, 


preferable to the Queen? 


Anſ. Becauſe it deceives the Adverſary, which, | 


in this Caſe, is of more Conſequence to you 
than to deceive your Partner. 


17. To declare your ſtrong Suit, when pro- 


per to be done, and when not? 


Anſ. When you have only one ſtrong Suit, 


and you trump out to make that Suit, in that 


Caſe you ought to declare it; but if you are 
ſtrong in all Suits, there is no Necellity of de-- 


claring your ſtrongeſt Suit. 


18. The Ace turned up on your Right-hand, 


and that you have the Ten and Nine only of 
Trumps, why do you,'play the Ten? Caſe 1, 


Page 28. 
19. Why do play from a King-Suit 5 


able to a Queen- uit, having the like Number 


of each? 


Anſ. Becauſe it is 2 to 1'that the Ace does 
not lie in your Left-hand Adverſary's Hands, 


and it is 5 to 4, if you lead from a Queen-Suit, 
that the Ace or King lies in his Hands, 'and 


that you loſe your Queen, and ſo Pp to a Dif- 


eur 
. Why do you play from a Queen- Suit 
. to a Knave-Suit? 
Anſwered, Caſe 10. 


21. When you have the four beſt Cards of 


any Suit, why do you throw away the beſt? 


Anſ. To let your Partner into the State of 


your Game, | 
22. Your 


= ES as CS 


. 
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22. Your Partner's ſtrong Suit, how are e you 
to make the moſt of it ? 15 

At Pages 18, 19, 20, are ix Examples to de- 
monſtrate it. 5 

23. The Queen turned up on your Night- 


hand, you have the Ace, Ten, and one Trump, 
or the King, Ten, and one Prump; if the 


Right-hand Adverſary plays the e Nen. 


how are you to play ? 
Ba You are to. paſs it, by which _ have 
an equal Wager of gaining a rs and can- 
not loſe by ſo doing. 
24. Four Cards are played out, and Trains 
are gone round 'twice, your Partner not ap- 
pearing to have any higher Trump than the 8, 
yet he has three Trumps; when he plays his 
third Trump, the next Hand puts on, the 


Knave, there being the King only in the Ad- 


verſary's Hands, you having the Ace and Queen 


of Trumps : 


Query. Whether are you to play the Ace or 
Queen ? 

Anſ. You are to play the Ace, becauſe. 1t Is 
9 to 8 that the laſt Player has the King; and if 


you reduce the Cards to 2 in Number, it then 


is 2 to I in your Favour, by playing the Ace, 
that the King falls: The like Method may be 
taken in other Suits, upon the like Occaſions. 


E X AMSYHERN ::: 
Let us ſuppoſe that you have only 2 Cards 


remaining in your Hands of any Suit, viz. the 


Queen and Ten ; and let us ſuppoſe the Knave 
* and 
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and Nine of the ſame Suit are in your Adver« 
ſary's Hands, when your Partner leads that Suit, 
-your Right-hand Adverſary plays the Nine, and 
has one Card only remaining : _ 
Query. Whether you ought to play your 
Queen or Ten ? 
Anſ. Youought to play your Queen, becauſe 
it is 2 to 1 that your Left-hand Adverſary has 
the Knave. And in all Caſes of the like Na- 
-ture you ought to play by this Rule. be 
I would know what is the Odds that the 
Dealer at Whiſt holds four Trumps or more? 
Anſ. That he holds four Trumpsor more, is 
232 to 165, or about a Guinea to 145. 11d. 
and almoſt a Farthing. 


415 Explanation of the Tan or TECHNICAL  & 
Worps 1 in this Treatiſe. | = 1 
FINESSING, means the endeayouring to 2 


gain an Advantage by Art and Skill, which  F 
conſiſts in this: When a Card is led, and you | 
have the beſt -and third beſt Card of that Suit, 
you judge it beſt to put your third beſt Card i 
upon that Lead, and run the Riſque of your Ad- 
verſary's having the ſecond beſt of it; that if he 
has it not, which is 2 to 1 againit him, you ate 
then ſure of gaining a Trick. 3 

FORCING, means the obliging your Part- 
ner or your Adverſary to trump a Suit, of which | 
he has none. The Caſes mentioned in this 
Treatiſe will ſhew when it is proper to force 

either of them. 
LONG WW 
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LONG TRUMP, means the having one or 


more Trumps in your hand, when all the reſt 
are out. 


LOOSE CARD, means a Card in a Hand 


that is of no Value, and conſequently the pro- 
ereſt to throw away. 


POINTS, Ten of them make a G . 


many as are gained by Tricks or Honours, fo 
many Points are ſet up to the Score of the g 
= Game. 


5 QUART, in xaencral; is a : Boyuencs of any 
four Cards immediately following one-another 
in the ſame Suit. Duart-Majer is therefore a 


= Sequence of Ace, King, Queen, and K nave, in 
any Suit. 


QUINT, in general, is a Sequence of any five 


Cards immediate] y following one another in the 
ſame Suit. Quint-Major is cherefore a Sequence 


of Ace, King, Queen, Knave, and Fg in 


REVERSE, means only the playing your 
= Hand in a different Manner; that is to ſay, if 
| you are ſtrong in Trumps, you play one Way; 


but if weak in Trumps, 127 play the N 
vilz. another. 


 SEE-SAW, is when each Partner trumps a 
Suit, and they play thoſe Suits to one another 


to trump. 


SCORE, is the Number of Points ſet up, 


ten of which make a Game. 


SLAM, is when either Party win every 
Trick. 


TENACE, is having the firſt and third beſt 


Cards, 


=, A 9 * 
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Cards; and being the laſt Player, and conſe. | 13 
guently you catch the Adverſary when that Suit I 
is played : As, for inſtance,, in caſe you have | JF 
Ace and Queen of any Suit, and that your Ad- 
verſary leads that Suit, you muſt win thoſe | 
two Tricks; and fo of any other, Fenace in in- '4 
Frier Cards. Z 
TERCE. is a Sequence of any hw Cards 
immediately. following one another in the ſame | 0 
Suit. Terce- Major is therefore a Sequence of 
Ac King. 508 Queen, in any In L 


a ISAS 
: 8 
ie 
: 
a a -. 1 F 


4. eee e For 5 bobs 710 bt 
at the Game of WT. 6 
* PEACE, of every Suit in your Hand, the 3 | 
-- worſt of it to the Left-hand, and the 9 
beſt (in Order) to the Right; and the Trump 
in the like Order, always to, the Left of all | 
the other Suits. 
„ JL. If in the Courſe of Play you find you 
have the beſt Card remaining in any Suit, put 
the ſame to the Left of your Trumps. 4 re 
III. And if you find you have the ſecond beſt 5 E 
Card of any Suit to remember, place it on the ir 
Right of your Trumps. 3 
V. And if you have the third beſt Card of i F C 
any Suit to remember, place a ſmall! Card off ar 
that Suit between the Trumps and that third 
beſt, to the Right of the Trumps. _ P. 
e. remember your Partner's firſt Lead, ¶ w. 


place a ſmall Card of that Suit led in the M df IF 
0! 


of your vr T rivnþs and if vou! have but one Trump, 
en the Left of it. 

l. When you deal, put the Trump turned 
up to the Right of all your Trumps, and part” 
= with it as late as you can, that your Partner” 
LE may know - ogg have that Irum T2 left, and fo play 


vn. To "find where or in dies Sure uy 4. ; 


ver ſaries rebotbe. 0 


bs Suppoſe the two Suits on your Right Hand 

to repreſent your Adverſaries in the Order they 

WT fit, as to your Right and Left Hand: © :v;, 
ben you ſulped either. of them to have 


= ad a Revoke in any Suit, clap a ſmall Card 


of that Suit amongſt the Cards repreſenting 
that Adverſary, by which Means you record 
not only that there may have been à Revoke, 
but alſo which of them made it, and in what 
F Suit, r 
If the Suit that repreſents the Adverſary thal 
made the Revoke, happens to be the Suit he 


1 revoked i in, change that Suit for another, and, 


as above, put a ſmall Card of the Suit revoked 


in, in the Middle of that exchanged Suit, and 


if you have not a Card of that Suit, reverſe a 

Card of any Suit you have (except Diamonds) 

and place it there. 

VIII. As you have a Way to remember your 

Partner's firſt Lead, you may alſo record in 

what Suit either of your Adyerſaries made their 
firſt Lead, by putting the Suit in which they 


7 made 
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Ns 
N 


made that Lead, in the Place which in your 
Hand repreſents that Adverſary, at either your 
Right or Left Hand; and if other Suits were 
already placed to repreſent them, then exchange 
them for the Suits in which each of them makes 
— ˙ A --- Wet] E 
The foregoing Method is to be taken when 
ou find it more neceſſary to record your Ad. 
verſary's firſt Lead, than to endeavour to find 
out a Revoke. DS Os - 


CALCULATIONS, which direct with moral Cer- 

tainty how to play well any Hand, by ſhewing 
© the Chances of your Partner's having 1, 2, or 3 
certain Cards, | 7 
Read with Attention thoſe marked N. B. 


= 1-2 Fw EAA. 3 
Would know what is the Chance of his hav- 
ing one certain Card ? 1 

f _ againſt for 

: Anſwer. bim. him, 3 

That he has it not is, V B. 2 to 1 

II. I would know what is the Chance of his 

having two certain Cards? _ 

| k againſt for R 
A Anſwer. bim. him. 

That he has 1 of them only, is, 31 to 26 2 

That he has not both of them, 47 2 on 

But that he has one or both, is about 25 32 ca 


N. B. ; 
8 III. 
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III. I would alſo know what are the Chances 


of his having 3 certain Cards? 
for againſt 


=_ Anſwer. him. him. 
8 | That he holds one of them only, is; | 
1 325 for him to 378 againſt him, C 6 to 7 
or about 7 . 
7 That he has not 2 of them only, is 

1506 for him to 547 againſt him, p 2 2 
or about 9 | 

= That he has not all z of them, 1s 

22 for him to 687 againſt him, C I 31 
or about | | 


1 1 But that he has x or 2 of them, is 
1 481 for him to 222 againſt him, 13 6 
or about : 


And that he has 1, 2, or all 3 of 
= them, is about 2 | 

As Explanation and Application of the Calcula- 
tions neceſſary to be underſtood by 1220 wha,r ead 
this nous. ti 


az Firf CALCULATION. 
55 I is 2 to I that my Partner has not one cer- 
4 tain Card. 

9 To apply this Calculation, let us ſuppoſe the 
E Right-hand Adverſary leads a Suit, of which 
you have the King and one ſmall Card only; 
you may obſerve, that it is 2 to I, by putting 
on your King, that the Left-hand Adverſary 
cannot win it. | : 


Again, 


— 8 HK GO 
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| Again, Let us ſuppoſe that you have the King 
| and three ſmall Cards of any Suit, likewiſe the 
Queen and three ſmall Cards of any Suit, I 
would know which is the beſt Suit to lead from? 
Anſwer, From the K ing, becauſe it is 2 to 1 that 


4 that the Ace or King of any Suit lies behind 
you, and conſequently, by leading from your 
Queen Suit, you play to a Diſadvantage. 

24 CALCULATION. | It is 5 to 4, at leaſt, 
that your Partner has one Card out of any 2 


your Right-hand and Left-hand Adverfaries : 


Degree of Certainty. 


br and 1 ſmall Card in any Suit only, and that your 
Right-hand Adverfary leads that Suit, if you 
put on your Queen, it is 5 to 4 that your Left- 
hand Adverſary can win it, and therefore you 
play 5 to 4 to your Diſadvantage. 


x ſmall Card dealt you, and that your Right- 
hand Adverſary leads from that Suit, if you put 
on the Knave, it is 5 to 2 that your Left-hand 


the 


the Ace does not lie behind you; but it is 5 to 


Again, Let us ſuppoſe that you have the Queen 


Adverſary has either Ace, King, or Queen of | 


cettain Cards; the like Odds is in Favour of 


it Therefore, ſuppoſe you have 2 Honours in any 
n Suit, and knowing it is 5 to 4 that your Partner 
my holds one of the other 2 Honours, you do by | 


this Knowle dge play your Game to 'a greater 


d CALCULATION. It is 5 to 2 that your Wl 
Partner has 1 Card out of any 3 certain Cards. 
Therefore, ſuppoſe you have the Knave and % 


F 


N 
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the Suit led, and therefore you play 5 to 2 
againft yourſelf; befides, there is a further Con- 
ſideration, by making a Diſcovery to your Right- 
hand Adverſary, he fineſſes upon your Partner 
throughout that whole Suit. : 

And, in order to explain the Neceſſity there 
is of putting on the loweſt of Sequences in all 
the Suits led, let us ſuppoſe that your Adverſary 
led a-Suit of which you have the King, Queen, 
and Knave, or Queen, Knave, and Ten; by 
putting on your Knave of the Suit of which 
you have the King, Queen, ard K nave, it gives 
your Partner an Opportunity of calculating the 
Odds for and againſt him in that Suit, and 


** 


alſo in all inferior Suits of which you have Se- 


quences. | | 
A farther Uſe to be made of the foregoing 
Calculation: Let us ſuppoſe, that you have the 
Ace, King, and 2 ſmall Trumps, with a Quint- 
Major, or 5 other winning Cards in your Hand 
in any Suit, and that you have played Trum 
two Rounds, and that each Perſon followed 


Trumps; in this Caſe there are 8 Trumps out, 


and 2 Trumps remaining in your Hand, which 


make 10, and 3 Trumps which are divided 
between the remaining 3 Players, of which 3 
Trumps, the Odds is 5 to 2 in your Favour 
that your Partner has 1; and therefore, out of 
7 Cards'in your Hand, you are entitled to win 
5 Tricks, | ; 
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a With the Deal. | 
b-G 7 is-above = — 3 to 2 
9 7 iis about F 3 $8 


ac SPI — 


8 to , upon the beſt Computation made at | 


Sreſent, is about 3 and a half in the Hundred, 


in Favour of 8 with the Deal ; againſt the Deal, = 


the Odds are ſtill „though ſmall, in Favour of 8. 


CALEULATIONS for the Whole Rubber, 


S; 


UPPOSE A and B are at Play, and that A 
is 1 Game, and 8 Love of the ſecond Game, 
with the Deal. 
Query. What are the Odds throughout the 
Whole Rubber? 
1 Game Love. and 9 Love of the ſecond 

Game (upon Saen of 9 Love with the 
Deal) being n. 6 to 1 


Firſt Game and 9 Love of the 
ſecond Game is nearly 
Firſt Game and 8 Love of the —— 
ſecond Game is a little more f 13 to 1, Ec. 
than the former 
Firſt Game and 7 Love of the 
ſecond is nearl 2 J 
Ditto and 6 Love of the ſecond 1 
is nearl 8 to 
Ditto and 5 Love of the W 1 


is r 
Firſt 


E 13 to 1 
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Firſt Game and 4 Love of the 


ſecond 1s near! 
Ditto and 3 Love of the ſecond 
is nearly 
Ditto and 2 Love of the ſecond 
is nearly 
Ditto and 1 3 of the ſecond 


| Ml ow 
is near y : 
The above Calculations a are LEE with the Deal. 
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42 ͤ to 1 
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4 of the Deal. 


evFPoSe A and B are at Play, and chat A 
is 1 Game, and any Number of Points in 
the ſecond Deal: | 
Firſt Game and 9 Love of the 
ſecond is nearly _ 
Ditto and 8 Love of the ſecond 
Same lis a little more) 
Ditto and 7 Love of the ſecond 
Game is 
Ditto and-6 Love af the ſecond 
New Wy p 
Ditto and 5 Love of the ſecond 3 $ 
Wo ; "5 to 7255 
itto an ove © the ſeeand | \ 
Game is | + 42 wy 9 | 
itto and ove of 855 ſecond 3 oF 
Game 5 | t 4 80 K | 
Pinto anda Love of the ſecond f 
Game is | 7 
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Firſt Game and 1 Love of I 63 8 


ſecond is nearly 


The Uſe which is to be made of the fore- 
going Calculations, may be made by dividing 
the Stake, according to the Tables herewith 
ict down. ; 


Mr. PAYNE's Maxis for WHIST. 


LEADER. 


1. B EGIN with the Suit of which you have WM 


molt in Number. For when the Trumps 
are out, you will probably make ſeveral Tricks in it. 
2. If you hold equal Numbers indifferent Suits, 
begin with the ſtrongeſt. Becauſe it is the leaſt 
liable to injure your Partner, | 
3. Sequences are always eligible Leads, Be- 
eauſe they ſupport ycur Pariner's Hand, without 
injuring your own. wy | 
4. Lead from a King or Queen, rather than 
from an Ace. For fince the Adverſaries will lead 
from thoſe Suits which you do not, your Ace will 
do them maji Harm. | 
5. Lead from a King rather than from a 
Queen, and from a Queen rather than a K nave. 
For the ſtronger the Suit, the leſs is your Partner 
endangered. ns 855 
6. Lead not from Ace Queen, or Ace Knaye, 
till it becomes neceſſary. For if that Suit is 
| : led 
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led by the Adverſaries, ycu have a goed Chance of ' 
making two Tricks in it. * Rox 
J. In all Sequences to a Queen, Knave, or 
Ten, begin with the higheſt. 1 will 

requently diſtreſs your Left-hand Adverſary. 

3 4 5 ct 25 King, and N lead the 

King. For if ftrong in Trumps, you may wait the 
Return »f that Suit, and fineſſe the Knave. _ 

9. Having Ace, King, and one ſmall Card, 
lead the ſmall one. For by this Lead your Parti- 
ner has a Chance to make the Knave. 

10. Having Ace, King, and .two or three 
ſmall Cards, play Ace and King if weak in 

Trumps, but a ſmall Card if ftrong in them. 
For when firong in Trumps, you may give your 
Partner the Chance of making the firſt Tricks 

11. Having Kins, Qucen, and one ſmall 
Card, play the ſmall one. For your Partner has 
an equal Chance to win the Trick; and you need 
not fear to make King or Queen. Ws 

12. Having King, Queen, and two or three 
ſmall Cards, lead a ſmall Card if ſtrong in 
Trumps, and the King, if weak in them. For 
Strength in Trumps entitles you to play a backward 
Game, and to give your Partner the Chance f 
winning the firſt trick ; but if weak in Trumps, it 
is neceſſary to ſecure a Trick in that Suit, by lead- 
ing the King or Queen. | : 

13. Having an Ace with four ſmal! Cards, 
and no other good Suit; play a ſmall Card if 
61 ſtrong in Trumps, and the Ace if weak. For 
5 - M6 Strength 
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Strength in Trumps may enable you to make one or 
two of the ſmall Cards, although your Partner ſhould 
not be able to ſupport the Lead. 


Ten. For if your Partner holds the Ace, you have 
a goed Chance of making three Tricks, whether he 
paſſes the Ten or not. 5 

15. Having King, Queen, and Ten, lead the 
King. For if it falls, upon the Return of that 
Suit from your Partner, by putting on the Ten you 
have a Chance of making two Tricks. EE 

16. Having Queen, Knavg, and Nine, lead 
the Queen. For upon the Return 15 that Suit 
from your Partner, by putting on the Nine you wil! 
probably make the Knave. | 


SECOND HAND. 


1. Having Ace, King, and- ſmall ones, play 
a ſmall Card if ſtrong in Trumps, but the King 
if weak in them. For otherwiſe your Ace or Kin 
might be trumpt in the latter Caſe ; and no Hazard, 


Caſes. 

2. Having Ace, Queen, and ſmall Cards, 
play a ſmall] one. For upon the Return of that 
Suit you will probably make two Tricks. 

3. Having - Ace, Knave, and ſmall] Cards, 
play a ſmall! one. For upon the Return of that 
Suit you will probably make tao Tricks. 


4. Having 


14. Having King, Knave, and Ten, lead the 


Should be run with few Trumps but in critical 
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4. Having Ace, Ten, or Nine, with ſmall 


Cards, play a ſmall one. For by this Method, 


=” Having King, Queen, Ten, ad ſmall 
Cards, play the Queen. | For by playing the Ten | 


upon the Return of the Suit, you will probably 
mate two Tricks in lt. > 
6. Having King, Queen, and ſmall Cards, 
play a ſmall Card if ſtrong in Trumps, but the 
Queen if weak in them. For Strength in Trumps 
warrants playing a backward Game, and 'tis al- 
ways advantageous to keep, back your Adverſaries 
7. If you hold a Sequence to your higheſt 
Card in the Suit, play the loweſt of it. For by 
this Means your Partner is informed of your Strength 
in that Suit. OY . i 
8. Having Queen, Knave, and ſmall ones, 
play the Knave. Becauſe you will in great Pra- 
won a Trick in that Suit, Ns ON. 
aving Queen, Ten, and ſmall ones, play 


a ſmall one. For your Partner has an equal 


Chance to win the Trick, | 
10. Having either Ace, King, Queen, or 


Knave, with fmall Cards, play a ſmall one. 
For your Partner has an equal Chance to win the 


Trick, | W 
I. Having either Ace, King, Queen, or 
K nave, with one ſmall Card only, play the ſmall 


one. For otherwiſe the Adverſary will fineſſe upon 
12. If 


you in that Suit. 
E 5 
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cannot do the Aan, 4 greater * 


prove better in ſome Caſes to put on the 
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-12. If a Queen is led, and you hold the 
King. put it on. For if 


Adve ſaries have played two Honours to one. 

. IF. Kiiaver 1 is led, and you hold the 
Queen, put it on. For: at the n 19% brang 
down two Honours For ine. 5 


14. If a King is led, and you hold: Ace, 


K nave, end ſmall ones, play the Ace. For it 


THIRD. HAND: 


1. Having Ace and Vas, play the Kew, and 
return. the King. Becauſe you are net to keep 
the Command of your Partner's ſtrong. Suit. 

2. Having Ace and Queen, play the Ace, 
and return the Queen. For although it may 
Queen, yet 
in general your Partner is le ſupported by the 
Method above. 
| Having Ace and Knave, play the Ace, 
and return the Knave. The Knave is returned 
in order to flirengthen your Partner's Hand. 

4. Having King and Knave, play the King; 

and if it wins return the K nave. Becauſe it will 


 firengthen your Partner's Hand, _ © 
5. Always put on the beſt when your Part- 


ner leads a ſinal} Card, Sei it beſi ſupports 


your Partner's Hand. 


6. If you hold the Ace and one. ſmall Card 
only, and your Partner leads the King; put 
” on 


your Pa tner halds the © 
Ace, jou do no Harm; and if the King is toben, the 
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on the Ace and return the ſmall one. For other- 
wiſe your Ace will be an Ohſtruction to his Suit. 

7. If vou hold the King and one ſmall Card 
only, and your Partner leads the Ace; if the 
Trumps are out, it is good Play to put on the 
King. For by putting on the King, there is na 
Otftrudion to the Suit. 1 


FOURTH HAND. 98 

1. If a King is led, and you hoid Ace, 

| Knave, and a ſmall Card, play the ſmall one. 
For uppoſing the Queen to follow, you will pro- 
bably make both Ace and Knave. 

2. When the third Hand is weak in his 
Partner's Lead, you- may often return that Suit 
to great Advantage. But this Rule muſt not be 
applied ta Trumps, unleſs you are very ſtrong in- 
dee d. 8 . 


ap" «* 


CAskEs in which you ſhould return your Part- 
ner's Lead immediately. 8 
1. When you win with the Ace, and can re- 
turn an Honour. For then it will greathy trengthen 
his Hand. 8 | 
2. When he leads a Trump. In which Caſe 
return the beſ? remaining in your Hand (unlefs you 
hold four originally) e an Exception to this ariſes if 
the Lead is through an Honour. © 
3. When your Partner has trumpt out. For 
then it is evident he wants to mate his great 


Cuit. . * — 
E 6 4. When 


” s " - 
o 4 0 < 2 * * 2 5 
aq * A : g i 4 — — DIME: — - 
pn IN os. v5 F * r q * 75 3 eee 
or SLIT TORS. FIN "lhe oy > . 28 . & 77 e e " res. por: : — EEE "IE. 
- „ l 2 ha IE . Ly 7 1 hs i Is e by — n n . 4 

: . E 8 N S . . 2 12 Cc PP 1 

; n NN 5 5 . „ 5 r . Wi; 2 n ws 

4 e r * n 8 * e == 8 8 1 $ 8 VE Ss eee al (© N N xo "% - 

n = 4 7 9 vat - 5 . . IST n 5 955 p of RG 


_ >” 
* 
5 by 


8& MAxIMuS for WHIST. 
4. When you have no good Card in any other 


Suit. For then you are entirely dependant on your 


Partner, 


Casxs in which you ſhould not return your 
Partner's Lead immediately. 


1. If you win with the King, Queen, or 
K nave, and have only ſmall Cards remaining. 
For the Return of a ſmall Card will more diſtreſs 
than flrengthen your Partner. A 

2. If you hold a good Sequence. For they 
you may fhew a firong Suit, and not injure his 
Hand. | 

3. If you have a ſtrong Suit. Becauſe lead- 
ing from a firong Suit is a Direction to your Part- 
ner, and cannot injure him. | 

4. If you have a good Hand. For in this Caſe 
you have a Right to conſult your own Hand, and 
not your Partner's. 


5. If you hold 5 Trumps. For then you are 


warranted to play Trumps if you think it right. 


Of LEADING TRUMPS. 


1. Lead Trumps from a ſtrong Hand, but 
never from a weak one. By which Means you will 
fecure T Ca gaod Cards from being trumpt. 

2. 


Cards are bad, it is only trumping for the Adver- 
faries good ones. | 1 5 


3. Having 


rump not out with a bad Hand, although 
you hold five ſmall Trumps. For ſince your 
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3. Having Ace, King, Tnaye, and three 
ſmall Trumps, play Ace and King. For the 
Probability of the Queen's falling is in your Fa- 
UVour. e 

4. Having Ace, King, Knave, and one or 
two ſmall Trumps, play the King; and wait 
the Return from your Partner to put on the 
| Knave. This Method is in order to win the Queen, 
but if you have particular Reaſons to wiſh the 
Trumps out, play two Rounds of Trumps, and then 


your ſtrong Suit. | 
' 5. Having Ace, King, and two or three ſmall 
Trumps, lead a ſmall pne. This Methed is with 
a View to let your Partner win the firſt Trick; 
but if you have good Reaſon for getting out the 
Trumps, play three Rounds, or play Ace and King, 
and then proceed with your ſtrong Suit. UL F 8 

6. If your Adverſaries are eight, and you 
hold no Honour, throw off your beft Trump. 
For if your Partner has not two Honours you have 
loft the Game, and if he holds two Honours it is 
moſt advantageous for you to lead a Trump, | 

7. Having Ace, Queen, Knave, and ſmall 
Trumps, play the Knave. Vor by this Means, 
only the King can make againſt you. "os 

8. Having Ace, Queen, Ten, and one or two 
ſmall Trumps, lead a ſmall one. For it will 
grve your Partner a Chance to win the Trick, and 
keep the Command in your own Hand. 

9. Having King, Queen, Ten, and ſmall 

Trumps, lead the King. For if the King is loft, 
upon the Return of Trumps you may fineſſe the Ten. 
5 RP 10. Having 
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10. Having King, Knave, Ten, and ſmall 
ones, lead the Knave. Becauſe it will prevent the 
Adver ſaries from making a ſmall Trump. | 

11. Having Queen, Knave, Nine, and ſmall 
Trumps, lead the Queen. For if your Partner 
holds the Ace, you have a good Chance of making the 
whole Suit. ws 

12. Having Queen, K nave, and two or three 
ſmall Trumps, lead the Queen. For if your 
Partner holds the Ace, you have a good Chance for 
making the whole Suit. | h 

13. Having Knave, Ten, Eight, and ſmall 
Trumps, lead the Knave. For on the Return 
of Trumps, you probably may fineſſe the Eight to 
Advantage. | 
14. Having Knave, Ten, and three ſmall 
Trumps, lead the Knave. HFecauſe it will me 
diſtreſs your Adverſaries, unleſs twa Honours are 
held on your Right- hand; the Odds againſt which 
is about three to one. 4 

15. Having only ſmall] Trumps, begin with 
the higheſt, By this Play you will ſupport your 
Partner all you can. 

16. Having a Sequence, begin with the high- 
eſt. Ey this Means your Partner is beſt inſiruct- 
ed how ta play his Hand, and cannot poſſibly be 
injured. 8 5 | 5 

17. If an Honour is turned up on your Left, 
and the Game much againſt you, lead a Trump 
the firſt Opportunity. For your Game being 
deſperately bad, this Method is the moft likely to re- 
trieve it. | ” 

18, In 
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18. In all other Caſes it is dangerous leading 
through an Honour, unleſs you are ſtrong in 
Trumps, or have a good Hand. Becauſe all the 
Advantage of trumping through an Honour, lies 
in the ſineſſing of your Partner. Y EL 

19. Suppoſing hereafter it is proper to lead 
Trumps. If an Honour is turned up on your 
Left, and' you hold only one Honour with 2 
ſmall Trump, throw off the Honour, and next 
the ſmall one. Becauſe it will greatly flrengthen 
your Pariner's Hand, and cannot hurt your own." 
20. If an Honour is turned up on the Left, 

and you hold a Sequence, lead the higheſt of it. 
Becauſe it will prevent the laſt Hand from injur- 
ing your Partner, $09 eb 3 
21. If a Queen is turned up on the Left, and 
you hold Ace, King, and a ſmall one, lead the 
ſmall Trump. Becauſe you will have a Chance 
for getting the Queen. | e 
22. If a Queen is turned up on your Left, 
and you hold the Knave with ſmall ones, lead 
the Knave. For the Knave can be F no Service 
fence the Queen is on your Left. | 
223. If an Honour is turned up by your Part- 
ner, and you are ſtrong in Trumps, lead a ſmall 
one; but if weak in them, lead the beſt you 
have. By this Play the weakeſt Hand will ſupport 
the ſtrongeſt. | | 
24. If an Ace is turned up on the Right, and 
you hold King, Queen, and Knave, lead the 
Knave. For it is a ſecure Lead. 


25. If 
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25. If an Ace is turned up on the Right, and 

ou hold King, Queen, and Ten, lead the 
King ; and upon the Return of Trumps play 
the Ten. For by this Means you fbew a great 


Zvo Tricks in them. | | . Wa 
26. If a King is turned up on the Right, 
and you hold Queen, Knave, and Nine, lead the 
Knave; and upon the Return of Trumps play 
the Nine. Becauſe it may prevent the Ten from 


R 
27. If a King is turned up on your Right, 
and you hold Knave, Ten, and Nine, lead the 
Nine; and upon the Return of Trumps play 
the Ten. Becauſe this Method will. be/t diſcloſe 
pour Strength in Trumps. 5 
228. If a Queen is turned up on the Right, and 
vou hold Ace, King, and Knave, lead the King; 
and upon the Return of Trumps play the K nave. 
Becauſe you are certain to make the Knave. . 
29. If a Queen is turned up on the Right, 
and you hold Ace, King, and fmall ones, lead 
the King; and upon the Return of Trumps 
you may finefle, unleſs the Queen falls. For 
atherwiſe the Queen 1011! mate a Trick, 
30. If a Knaveis turned upon the Right, and 
you hold K 8 Ten, lead the Queen; 
and upon the Return of Trumps play the Ten. 
For by this Means you will mate the Ten. 
31. If a Knave is turned up on the Right, 
and you hold King, Queen, and ſmall ones, lead 


Strength to your Partner, and will probably mate |: 


the 


» 
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the King; and if that comes home, play a ſmall 
one. For tis probable your Partner holds the Ace. 

15 32. If a Knave is turned up on the Right, 
and you hold King, Ten, or Queen, Ten with 
Z two ſmall Cards, lead a ſmall one; and upon 


\ the Return of Trumps play the Ten. For 'tis 
= foe to four that your Partner holds one Honour, 
5 WIEN YOU ruRN UP AN HonouR. 


1. If you turn up an Ace, and hold only one 
ſmall Trump with it, if either Adverfary leads 
the King, put on the Ace. For it can do the 
Adverſaries no greater Injury. 1 

2. If you turn up an Ace, and hold two or 
three ſmall Frumps with it, and either Ad ver- 
tary leads the King, put on a ſmall one. For if 
you play the Ace, you give up the Command in 
Trumps. 3 | 
3. If you turn up a King, and hold only one 
ſmall Trump with it, and your Right-hand Ad- 
verſary leads a Trump, play the King. This 

| - Caſe is really 1 doubtful, and very good 
Players think differently. 4 N 

4. If you turn up a King, and hold two or 
three ſmall Trumps with it, if your Right-hand 
Adverſary leads a Trump, play a ſmall one; I. 
being the bet Way of ſecuring your King. 

5. If you turn up a Queen or Knave, and 

hold only fmall Trumps with it, if your Right- 

hand Adverſary leads a Trump, put on a {mall 
one. It being the ſecureſt Play, '' 455 
6. If 
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6. If you hold a Sequence to the Honour 3 
turned up, play it laſt. By this Means your 


2 | 
DE 
7 


Partner will be the beſt acquainted with your | 
Strength in Trumps. 1 


Or PIAVYVINCG FeR THE ODD TRICK. 


1. Be cautious of trumping out, notwith- . 8 
ſtanding you have a good Hand. For fince 3 u 
want the Odd Trick only, it would be abſurd to play zs 
a great Game. i 


2. Never trump out if your Partner appears 7 
likely to trump a Suit. For it is evidently bet 
to let your Partner make his Trumps. 8 « 

3- If you are moderately ſtrong in Trumps, v 
It 1s right to force your Partner. For by this be 
Means you probably gain a Trick, 

4. Make your Tricks early, and be cautious th 
of finefling. That you may not be greatly irjurcd, or 
theugh you fail of making the Odd Trick. 

5. If you hold a ſingle Card of any Suit, and H 
only two or three ſmall Trumps, lead the ſingle * 
Card. For it will give you a Chance of mating a 
ſmall Trump. | | yo 
GENERAL RULES. rat 

I. Be very cautious how you change Suits, 
and let no Artifice of the Adverſary induce you Fre 
to it. eek 

2. Keep a commanding Card to bring in your 
ſtrong Suit when the Trumps are out, if your ſm 

no 


Hand will admit of ſuch Pretenſions. 
- 3. Never 
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17 3. Never keep back your Partner's Suit in 
FTrumps, but return them the firſt Opportu- 
nity. 1 | 
Af you hold a ſtrong Suit, and but few 
Trumps, rather force your. Adverfaries than 
lead Trumps, unleſs you are ſtrong in the other 
Suits likewiſe. | \ 

5. Be ſure to make the Odd Trick when it 
is in your Power, | Me, 

6. Always conſider the Scores, and play your 
Hand accordingly. | 
7. In a backward Game, you may often riſque 
one Trick in order to win two; but in a for- 
ward Game you are to be more cautious, un- 
lefs you have a good Probability of getting up. 

8. Ia returning your Partner's Lead, play 
the beſt you have, when you hold but three 
originally. 

9. Remember what Cards drop from each 
Hand, how many of each Suit are out, and 
what is the beſt remaining Card in each. 

10. Lead not originally from a Suit of which 
you have Ace and Queen, Ace and Knave, or 
King and Knave; it you hold another mode- 
rate Suit. Vs „ 

11. If neither of your Adverſaries will lead 
from the abeve Suits, you muſt do it yourſelf 
with a ſmall Card. | 


12. You are ſtrong in Trumps with five 
ſmall ones, or three ſmall ones and one Ho- 
nour. ä 1 


13. Do 
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13. Do not trump a Card when you are 
ſtrong in Trumps, and the more eſpecially if # 


. 


you hold a ſtrong Suit. | 
14. If you hold only a few ſmall Trumps, | 
make them if you can. 4 : 


15. If your Partner refuſes to trump a Suit Fa 


of which he knows you have not che beſt, lead 
him your beſt Trump the firſt Opportunity, 
16. If your Partner has trumpt a Suit, and 
refuſes to play Trumps, lead him that Sui: 
Wn 755 f 
17. Never force your Partner but when you 
are ſtrong in Trumps, unleſs you have a Re- 
nounce yourſelf, or want only the Odd Trick, 
18. If the Adverſaries trump out, and you: 
Partner has a Renounce, give him that Suit 
when you get the Lead, if you think he has 3 
ſmall Trump left. | 
19. Lead not from an Ace Suit originally, if 
you hold four in Number of another Suit. 
20. When Trumps are either returned by 
your Partner, or led by the Adverſaries, you 
may fineſſe deeply in them; keeping the Com- 
mand all you can in your own Hand. "= 
221. If you lead the King of any Suit, and 
make it, you muſt not thence conclude that 
— bc Ate: T7 
22. It is ſometimes proper to lead a thirteenth 
Card, in order to force the Adverſary, and make 
your Partner laſt Player. FT. 
23. If weak in Trumps, make your Tricks 
ſoon; but when ſtrong in them, you may play 
a more backward Game | 


- 


24. Keep 
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234. Keep a ſmall Card of your Partner's firſt 
Lead, if poſſible, in order to return it when 
the Trumps are out. FS 
235. Never force your Adverſary with your 
beſt Card of a Suit, unleſs you have the ſecond 
beſt alſo, | 1 „ 
2286. In your Partner's Lead, endeavour to 
keep the Command in his Hand, rather than in 
your own... „ „ OE 
27. If you have a Saw, tis generally better 
to purſue it than to trump out; although you 
= ſhould be ſtrong in Trumps with a good Suit. 
28. Keep the Trump you: turn up, as long 
as you properly can. 3 xy 
29. When you hold all the remaining Trumps, 
play one of them to inform your Partner ; and 
then put the Lead into his Hand. {© © 
30. It is better to lead from Ace and Nine, 
than from Ace and Ten. 
31. It is better to Jead Trumps through an 
Ace or King, than through a Queen or 3 
32. If you are reduced to the laſt Trump, 
ſome winning Cards, and one loſing Card only, 
lead the loſing Card.  _ 125 
233. If only your Partner has Trumps re- 
maining, and he leads a Suit of which you hold 
none; if you have a good Quart 7 
of four) throw away he higheſt of le. 
34. If you have an Ace with one ſmall Card 
of any Suit, and ſeveral winning Cards in other 
Suits; rather throw away ſome winning Card 
than that ſmall one, 


35. If 
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Se. If you hold only one Honour with a ſmall | + 


Trump, and wiſh the Trumps out, lead the 
Honour firſt, . ©. 8 Re 

36. If Trumps have been led thrice, and 
there be two remaining in the Adverſaries Hands, 
endeavour to force them out. 

37. Never play the beſt Card of your Adver- 
ſaries Lead at ſecond Hand, unleſs your Part- 
ner has none of that Suit. es 

28. If you have four Trumps and the Com- 
mand of a Suit whereof your Partner has none, 


it. : 
39. If you hold five Trumps with a good 


Hand, play Trumps, and clear your Adverſa- 


ries Hands of them. 

40. If you hold the Ace and three ſmall 
Trumps when the Adverſaries lead them, and 
have no particular Reaſon for ſtopping the Suit, 
Jet them quietly make King and Queen, and on 
the third Round play the Ace. 8 

41. Suppoſing yourſe f Leader with three 
ſmall Trumps, one ſtrong Suit, one moderate 


Suit, and a ſingle Card, begin with the ſtrong | 


Suit, and next lead the ſingle Card. 
42. Be careful how you ſort your Cards, leſt 
a ſharp and curious Eye ſhould diſcover the 


Number of your Trumps, 


lead a ſmall Card in order that he may trump Þ 


| 
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HE Game * QUADRILLE 
is played by four Ferſons, with forty 
Card ; the four Tens, Nines, and Eights, are 
to be diſcarded from the Pack ; the Deal is made 
by diſtributing the Cards to each Player, three 
at a Time for two Rounds, and once four at a 
Time, beginning with the Right-hand ann 
who is the elder Hand. 

Becauſe a Learner may be at a Loſs to know 
the Rank and Order of the Cards, when T rumps, 
or not, the two following Tables ſhew them. 


The Rank and Order of the Cards when not 


Trumps. 

Clubs and Spades. Hearts and Diamonds. 
King King, 
Queen, | Queen, 

K nave, | K nave, 
Seven, Ace, 
Six, Deuce, 
Five, Three, 
Four, --.-; . -- Kgurs 
Three, 2 Five, 

Deuce, > ix 
= — | | Seven, 
In all 9. — - 

| In all 10. 
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The Rank and Order of the Cards when Trumps, 


Clubs and Spades, 


Spadille, the Ace of 
Spades. | 
Manille, the Deuce of 
Spades or of Clubs. 
Baſto, theAceof Clubs. 


You may obſerve by the foregoing Tables, 
that Spadille and Baſto are always 
therefore the Red Suits have one Trump more 


than the black. 


There are three Matadores, viz. Spadille, 


Manille, and Baſto. 


If an ordinary Trump is led, you are not 
obliged to play ta Matadore upon it; but if 


Spadille is led, and 


or Baſto unguarded, you muſt play it: alſo if 


3 9 
8 


| Harts and Diamonds. 
| 


Spadille, the Ace 7 

ö Sp ades 3 | | 15 
Manille, the Seven of 

Hearts, or of Diamonds, | 


—_— 


In all = 


rumps ; 


3 


ou ſhould hold Manille 


Manille 


* 
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M.anille is led, and you ſhould have Baſto un- 


= guarded, it muſt be played. 


| The Order of the falſe Matadores. 


| Clubs and Spades, | Hearts and Diamonds. | 


Manille, the Deuce of Manille, the Seven of 
Clubs or ab Spades. | Hearts or of Dia- 
ce 


Baſto, the Ace of Clubs. mmonds. 
| Baſto, the Ace of Clubs. 
Punto, the Ace of Hearts 
1 1 or of Diamonds. 
King, . 
Queen, | Queen, 
Knayes. . -- __ Knave, . 
Seven, Deuce, 
| Os ©; 5 Three, 
Five, . Four, 
Four, Five, 
5 Three, 5 | Six, F 
In all 10 In all 11. 


Tou ſee by the foregoing Table, the Order 
or Rank of the falſe Matadores. ' --- 
We generally call them falſe Matadores, if 
we begin at Baſto, and ſo proceed by Sequences 
to any Number. | | 


1, 1 firſt Thing to be done, after you 
have ſeen your Cards, is, to aſk Leave, 
to paſs, or play ſans prendre; and if you name 


a wrong Trump, you muſt abide by it. 
e F. II. If 
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II. If all the Players paſs, he who has Spa- 


dille is obliged to 1 but if he does not make 


three Tricks, he is not baſted. 
III. The Player ought to have a fair "=" 


bility of winning three Tricks when he calls a | 


King, to prevent his being baſted. 
IV. Therefore we will ſet down ſuch Games 
only as give a fair Chance to win the Game by 


calling a King, with Directions at the Ind of E 


each Caſe what Trump you are to lead. 


Calculations neceſſary. to be 3 by thoſe who 
have made ſome Progreſs in the Game. 


- I, I would know what is the Odds that my 
Partner holds one Card out of any two certain 
- Cards? + 
Anſwer. That he holds one Card out of any 
two certain Cards, is about 5,to 4 in his Fa- 
vour. 


my Partner holds one Card out of any three 
E Cards ? 
"Anſwer. That he holds one Card out of any 
: thite certain Cards, is about five to two in his 
Favour. | 


An Explanation and Application oh the foregoing 
Calculations, 


I. That your Partner holds one Card out of 
any two certain Cards, 
Suppoſe you ſhould hold one Matadore, it is 


by 


= ES. E 


II. I would alſo know what is the Odds that | 


TY Spa. ao BEE 
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by this Calculation eyident, that it.is;5 ta yi in 
| your, Favour. that your 1 Artner holds one of ths 
other two, and conſequently; you may! play your 
Game accordingly· : 
Again, Suppo eh ell a King; and having 
a Knaye and one mall Card of a Suit in your 
Hand, by the. foregoing Calculation, it is plain 
that you have 5p to-4 in your Favour, that your 
Partner holds cicherahe King 6x Queemof! that 
Suit; and conſequently you have the Odds in 
your Favour to win a Trick i in that Suit. 
A Tae your Partner holds one Card nter 
ing n ree certain Cards. 
uppoſe- vou have: no Matadore, but wich the 
Aſſiſtance: of one * them you have great Odds 
of winning the Game; you may obſerve, by 
the foregoing Calculation, that it is abgut ta 
2 that your Partner Walde one of them, you 
having none. 7 Wy bak 
This Calculation ay = applied to many 


other Cafes. very rafeſul: to the Flayet. 11 | 


SN 


Games.i in Red, which may be played, callinga Kings 


bs padille, Vanille, two ſmall. Hearts, or 
Dae the Queen of Clubs, and one ſmall 
one, and four ſmail Cards of the on Suits, 
Lead a ſmall Trump. 

Wh 6 padille, Manille, two. nell Haute or 
Dianne with the Knave and two ſmal 
Cliibs, and three ſmall Eds of the other 
Suits. Lead a ſmall Trump. 

e | F 2 III. Spadille, 


L — — . 
as _ a a ” a . 7 > 
2 1 * > 


5 Spadille, Manille, two ſ ſmall- N or 


Diamonds, three ſmall Clubs, and three ſmall 


Cards of the other Suits. Lead a ſmall Trümp. 
IV. Spadille, Punto, King, Queen, and one 


mall r or Diamond, three ſmall! Clubs, 


pry Queen, and one Spade, Lead Punto. 
V, Spadille, Punto, King, K nave, / and one 
ſmall 'Heart or Diamond, the Knave and two 
ſmall. Clubs, N two wall Spades. Lead 
Punto. 5 
VI. Spadille, King, Dacen, Knave: and one 
mall Heart or Diamond, with the Queen, 
Knave, and one ſmall Club, and two ſmall 
Spades.” Lead the King of Trumps: . 
VII. Spadille, Three, Four, Five, and Six 
of Hearts or Diamonds; King of Clubs and one 
more, Queen and two ſmall Spades; whether 
elder or any other Hand, when you have the 
Lead play a ſmall Trump; in the ſecond Lead 
play Sp adille.c<; 5; © | 
VIII. .Manille, Baſto, Punto, und two ſmall 
Hearts or Diamonds, three ſmall Clubs, and 


the Knave and one Spade. Lead Manille. 


IX. N. B. Manille, Baſto, King, and two 
ſmall Hearts or Diamonds, Queen and one 
ſmall Club, and three, ſmall Spades. Lead 
Manille. 

X. NM. B. Manille Baſto, Queen, and two 
ſmall Hearts or Diamonds, Queen and two 
ſmall Clubs, Knaye and one Spade. Lead 
Manille. . | 
Aut oe 3s >, Manille, 


8 
* 


j 8 | 4 
- * : . © 
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XI. Manille, Baſto, with the three ſmalleſt 
Hearts or Diamonds, Queen and one ſmall 
Club, Knave, and two imall Spades. . a 
ſmall Trump. 

XII. N. B. Manille, Rude, King, and two 
ſmall Hearts or Diamonds, Queen, Knave, and 

one ſmall Club, King and one {mall n 
Lead Manille. 

XIII. Manille, Punto, Queen, and two ſeaall 
Hears os Diamonds, Queen and one ſmall 
Club, King and two ſmall Spades. Play a 
| ſmall Trump. | 

XIV. Manille, Punto, and hives mall Hearts 
or Diamonds, Knave and one ſmall Club, 
- King, Queen, and one ſmall pot Flay. a 

e Trump: * 

XV. Manille, and 8 Cow ſmalleſt Hearts 
2 Diamonds, Queen and one ſmall Club, 

King, Queen, and one ſmall A e wh 4 
ſmall Trump. | 
XVI. N. B. Baſto, Punto, Kine, and two 
ſmall Hearts or Diamonds, King and Queen of 
Clubs, non and two ſmall be GS. Lead 
Baſto. 

NV B. Baſto, Plnts, Querg, andows 
ſmall Hearts or Diamonds, Queen, Knave, and 
one ſmall Club, King and. en of Spades. 
Lead Baſto. N Is 

XVIII. N. B. Baſto, Nester and three of 
the ſmalleſt Hearts or Diamonds, King and 
Queen of Clubs, Queen, Knave, and one ſmall 
Spades, Play a ſmall Trump. Wet 

F 3 1 XIX. Baſto, 
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XIX. Baſto, and the four ſmalleſt Hearts 
or Diamonds, King and Queen of Clubs, 
Queen, Knave, and one ſmall Spade. 8 a 
2 Trump. | 

XN. N. B. Punto, King, Qusen,; and two 
Canal Harts or Diamonds, King and Queen of 
Clubs, Queen, Knave, and one e Spade. 


Lead ante. 
XXI. Punto, King, and thiee final] Hearts 


or Diamonds, King and Queen of Clubs, 
Queen, Knave, and one ſmall Spade. 8 n 
r. _— 3 


Gn in Blach 1e may bh plied calling a 
King. Pk 
1 8 PADILLE, Manille, and two emal 
Clubs or Spades, the Knave and two ſmall 
Hearts, and three ſmall Diamonds. Lead a 
ſmall Trump. 

II. N. B. Spadille, Manille, and two mall 
Clubs or Spades, Queen and two-ſmall Hearts, 
and three — Diamonds. Lead a mall 
Trump. 

III. 8 padille, Manille, and two al Clubs 
or Spades, three ſmall Hearts, three mal! Dia- 
monds. Lead a ſmall Trump. 

IV. N. B. Spadille, King, Queen, and two 
ſmal} Clubs or 8 pades, with the Queen and 
dne mal! Heart, e ſmall Diamends. Lead 
the King of Trumps. © 

V. Spadille, King, Knave, and two ſmall 
Clubs, Queen and two Diamonds, two ſmall. 
Hearts, Play a ſmall Trump. 

VI. Spa- 


3 
9 
7 EY if 
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VI. Spadille, Queen, and three ſmall Clubs 
or Spades, Queen and two ſmall Hearts, two 
{mall Diamonds. Play a ſmall Trump. 
VII. Spadille, and the four ſmalleſt Clubs or 


Spades, King and one ſmall Heart, Queen and 
two ſmall Diamonds. Play a ſmall Trump. 


VIII. Manille, Baſto, King, and two fmall | 


Clubs or Spades, three ſmall Hearts, and two 


_ ſmall Diamonds. Lead Manille. 


IX. Manille, Baſto, Queen, and two ſmall 
Clubs or Spades, three {mall Hearts, Queen and 
one ſmall Diamond. Lead Manille. 


X. Manille, Baſto, Knave, and two ſmall 


Clubs or Spades, K nave and one Heart, tares 
ſmall Diamonds. Lead Manille. | 
XI. Manille, Baſto, and three ſmall Clubs 


or Spades, Queen and two ſmall Hearts, Knave 


and one ſmall Diamond. Lead Manille. 
XII. N. B. Manille, King, Queen, and two 


ſmall Clubs or Spades, King and one ſmall 
Heart, Queen, Knave, and one ſmall Diamond. 
Lead Manille. 

XIII. N. B. Manille, King. Knave, = 
two ſma]l Clubs or Spades, King and one ſmall 


Heart, Queen and two ſmall Diamonds. Lead 


Manille. 
XIV. Manille, King, and three ſmall Clubs 


or Spades, Queen and'two ſmall Hearts, King 


and one ſmall Diamond. Play a ſmall Trump. 
XV. Manille, and the- four ſmalleſt Clubs 

or Spades, King, Queen, and one ſmall Heart, 

two ſmall Diamond. Play a ſmall ng 


\ 
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XVI. N. B. Baſto, King, Queen, and two 
ſmall Clubs or Spades, Queen and two ſmall 
Balle. King and one ſmall Diamond. Lead 
aſto. 
XVII. N. B. Baſto, Eing. Knave, and two 
ſmall Clubs or Spades, Knave and one Heart, 
King and two ſmall Diamonds. Lead Baſto. 
XVIII. N. B. Baſto, King, and three ſmall 
Clubs or Spades, King and Queen of Hearts, 
Queen and two imall Diamonds. Play a ſmall 


Trump. 


.. + XIX.' Baſto, and Gai of the ſmalleſt Clubs 
or Spades, King and Queen of Hearts, Queen 
K nave, and. one ſmall Diamond. Play a i 
Trump. 
. XX. N. B. King, Queen, E and two 
ſmall Clubs or or Spades, King and Queen of 
Hearts, Knave and two ſmall Diamonds. Lead 
the King of Trumps. 
XXI. King, Queen, Seven, Six, and Five of 
Clubs or Spades, King and Queen of Hearts, 
ueen, Knave, and one > ſmall Diamond. Lead 
the King of Trumps. _ 

You are to obſerve that thoſe Caſes, both in 
the red. and black Games, which are marked 
thus (N. B.) are very good Games to play, and 
you have the Odds of your Side to win thoſe 
which are not marked, | 

N. B. You are to call to your ſtrongeſt Suits, 
except you have a Queen guarded. And if you 
are elder Hand, you have a fairer Chance to 


win the Game than if middle Hand, becauſe 
| ; you 
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Fou have an Opportunity of leading a Trump, 
which frequently makes Fer. e play 


aAgainſt each other. 


Cass l -hewing the Players the Odds of 
- winning the following Games of QUADRILLE, 

. fans prendre; end alſo ſuch Genet as abe not 
too be * ſans prendre. . od 


' Games i in Black, Elder 3 


1. THREE Matadores in Clubs, King and 

Six of Diamonds, King and Six of 
Hearts, King, Five, and Six of 900 Play 
Trumps to all the Elder-hand Games. . The 
above Game wins 27 to 4. 

II. Three Matadores and the Thitee of C lubs, 
King and Six of Diamonds, King and Six of 
Hearts, and two ſmall Spades. beg above 
Game wins 215 to 162, or about 4 to 

III. Three Matadores, Three and our of 
Clubs, King and Six'of Diamonds, three ſmall 
Hearts. Wins 291 to 86, or above 10 to 3. 

IV. Three Matadores, with Fhree, Four, 
and Five of Clubs, two ſmall Diamonds, and 
two ſmall Hearts. Wins near 10 to. 
V. Spadille, Manille, King, Knave, Three, 

and Four of Clubs, two ſmalf Diamonds, two 
22 Hearts. Wins 48 5 to 3022, or about 
to 

VI. Spadille, Manille, King, Three, Four, 
and Five ef Clubs, two ſmall Diamonds, two 


{ſmall Hearts. Wins about 8 to 5. 
. | * II. Spadille, 
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VI. Spadille, Manitte, King, Three, ane | 


Four of Clubs, King and Six of Diamonds, and 
three ſmall Hearts. Loſes 1514 to 1125, or 


about 4 to 3. 
VIII. Spadille, Manille, Three, Four, Five, 


and Six of Clubs, two ſmall Diamonds, and 
two ſmall Hearts. Loſes 1 514 to 1725, or 


about 4 to 
IX. Spa ille, Manille, Three, Four, and 


Five of Clubs, King and one ſmall Diamond, 
and three ſmall Hearts. Loſes 2234 to 405, 5 
or about II to 2. 


X. Three falſe Matadores and Threesf Clubs, 
King and Six of Diamonds, King and Six of 
Hearts, King and 20 of Spades. Wins 215 to 


162, or about 4 to 3. 
XI. Three falſe „ Three and Four 


of Clubs, King and Six of Diamonds, King, 
Six, and Five 7 Hearts. Wins 291 to 86, or 


above 10 to 3. 
XII. Three falſe Matadores, Three, Four, 


and Five of Clubs, King and Six of Diamonds, 
two ſmall Hearts. Wins 1025 to 106, or near 


10 „ 
XII. Manille, Baſto, Queen, 1 3 


and Five of Clubs, King and one ſmall Dia- 
mond, two ſmall Hearts. Wins 4895 to 3022, 


or above F to 
I. Manille, Baffo, ge Three, Four, 


and Five of Clubs, King. and one ſmall Dia- 
mond, two ſmali Hearts. Loſes 4162 to 3755. 


or alnioft 10 to 9 To Spadille, 
. . 
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XV. Spadille, Three, Four, Five, and Six 
1 Clubs, King and one ſmall Diamond | Ding 

of Spades, King and one ſmall Heart. He muſt. 
lead a ſmall Trump, and his Chance then for 


winning is 1749 to 890,. or near 2 to 1 for 


winning. 
XVII 8 padille, Three, Four, Five, Si, and 


Seven of Clubs. King and one Diamond, King 
of Spades, and King of Hearts. Wins about 


275102. bi 1 bad 
Games in Red, Elder Hand. | : 

I. T HREE Matadores in Hearts, King 

and one Diamond, King and one Spade, 

King and two Clubs. Wins 24 to 1 I, or about 


2 to I, 

II. Three Matadores and Three of Hearts; 
King and one ſmall Diamond, King and Queen 
of Clubs, and two ſmall Spades. Wins 7oro to 
1661, above 4 to 1; beſides the Chance that 
his Kings and Queens paſs, though he ſhould 
not fetch out ell the Trumps. 

III. Three Matadores and Three and Fout 
of Hearts, King and one ſmall Club, and three 
| Diamonds. Wins almoſt 4 b 
IV. Three Matadores, Three, Four, and 
Five of Hearts, Two ſmall Diamonds, two ſmall 
Clubs. Wins 291 to 86, or above 10 to 

V. Spadille, Manille, Þ Punto, Queen, T tee, 


and Four of Hearts, two ſmall Diamonds, and 
e two 
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two ſmall Clubs. Loſes 1706 to 1 339, or above 
to 
7 ve Spadille, Manille, Punto, Three, Four, 
and Five of Hearts, two ſmal! Diamonds, two 
ſmall Clubs. Loſes 1514 to 1125, or above 4 
to 
Ju. Spadille, Manille, King, This: Four, 
and Five of Hearts, two ſmall Diamonds,.two 
ſmall Clubs. Loſes 278 to gg, or about 14 to 5. 
VIII. Spadille, Manille, Three, Four, Five, 
and Six of Hearts, two ſmall Diamonds, two 
ſmall Clubs. Loſes above 3 to 1. _ 

IX. Spadille, Manille, Three, Four, Five, 
and Six of Hearts, King and one Club, two 
ſmall Diamonds. Wins 1845 to 794, or above 
9 to 
5 X. 8 padille, Manille, Two, Three, Four, 
Five, Sh of Hearts, two ſmall Diamonds, one 
ſmall Club. Wins above 9 to 1, nearer 10 to 1. 
XI. Four Matadores i in 2 King and two 
ſmall Clubs, King and two ſmall Spades. Wins 
about 16 to 1. That he fetches out the Trump 
is 7206 to 1465, near 5 to i; beſides the Chance 
for his King's paſſing, though the Trump ſhould 
not fall. 

XII. Three falſe Matadores and Three of 
Hearts, King and one ſmall Club, King and 
one Diamond, King and one ſmall Spade, 
Loſes 5791 to 2880, or above 2 to 1. 

XIII. Three falſe Matadores, Three and Four 
of Hearts, King and one Club, King and two 


Spades. Wins 215 to 162, or about 4 to 3. 
10 XIV. Three 
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XIV. Three falſe Matadores, Three, Four, 
and Five of Hearts, King andoneſmall Club, two 
ſmall Spades. Wins 291 to 86, or above 10 to 3. 

XV. "hows falſe Matadores, with the K nave, 
the Three, Four, and Five of Hearts, one ſmall 

Diamond, two ſmall Spades. Wins 1025 to 
' 106, near 10 to 1; but you are to*ſuppoſe- the 
Lead is to come into your Hand a ſecond Time, 
without trumping with a Matadore. 

XVI. Three falſe Matadores, with the Queen, 
the Three, Four, and Five of Hearts, one ſmall 
Diamond, two ſmall Clubs. (As the former) 
wins near 10 tol. 

XVII. Manille, Baſto, King, Three, Four, 
and Five of Hearts, King and one Diamond, 
two ſmall Clubs. Loſes 1514 to 1125, or about 

to 
8 XVIII. Manille, Baſto, Queen, Three, Four, 
and Five of Hearts, King and one Club, two 
ſmall Spades. Loſes 278 to gg, or near 3 to x. 

XIX. Manille, Baſto, Three, Four, Five, 
and Six of Hearts, King and one Diamond, two, 
ſmall Clubs. Loſes 2639 to 405, or about 6 to 1. 

XX. Spadille, Two, Three, Four, Five, and 
Six of Hearts, King and one Diamond, King 
of Spades, and the King of Clubs. That he 
fetches out three Pra by playing Spadille, 
is above 4 to 1, and conſequently above 4 tor 
for winning. 

XXI. Spadille, Three, Four, Five, and six 
of Hearts, King and one Diamond, King and 


one Spade, and the King of Clubs. 
That 


a ATR. 5 
a3 cue 
i ——_— — 8 4 
0 K * 


leading 


110 De LAws of QUAD RILLE. 

+ That three ſure Tricks in Trumps lie againſt 

the Player, is 1384 to 1255, and conſequently 

the Odds is againſt his winning the Game. 

If he plays the Game, he muſt begin with 
a ſmall Trump; for if he plays Spadille, 

he has no Chance at all. | 


At his ſecond Lead he ought to play Spadille 


having the faireſt Probability of winning the 
Game by that Method Play. | 
In all the Games of falſe Matadores, we have 
ſuppoſed the Player is not over-ruffed before it 
comes again into his Hand: | 
N.B. If you ſhould have a ſans prendre Game, 
and it ſhould be 5 to 4 for winning it, you are 
to conſider that the calling a King makes it a 
fure Game won, beſides the Chance of winning 
a ole; and therefore, upon a ſtrict Calculation, 
it is found to be more adviſeable to call a King 
in ſuch a Caſe. © „ 
N. B. A good Player may play a weaker 
Game, either elder or younger Hand, than mid- 
dle Hand. | 8 
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LTH E Cards are to be dealt by Fours and 
| Threes, and no otherwiſe : and the 


Dealer is at Liberty to begin by Four or Three : 


If in dealing there ſhould come one or more 


faced Cards, there muſt be a new Deal. 


TE. If there are too many or too few Cards in 
the Pack, there muſt be anew Deal; 15 1 
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III. He who deals wrong, deals again, and 


is not baſted. 
IV. He who has aſked Leave is obliged to 


pla 
* V. No one ſhould play out of his Turn; but 
he is not baſted for ſo doing. 

VI. The three Matadores cannot be forced 
21 an inferior Trump. 

VII. The ſuperior Matadore forces the inf. 

rior, when it is played by the firſt Player. 
VIII. Whoever names any Suit for Trumps, 
he muſt abide by it, though it ſhould happen to 
be his worſt Suit. 

IX. If a Card happens to be faced in deal- 
ing, you muſt deal again, except ir is the laſt 
Card. 

X. If you play with eleven Cards, you are 
baſted. 

XI. If you play ſans prendre, or five Mata- 
dores, you are to demand them before the next 
Dealer has finiſhed his Deal, otherwiſe you loſe 

the Benefit of them. 
XII. If any Perſon names his Trump with- 
out aſking Leave, he is obliged to play [ans 
prendre, unleſs he is the younger Hand, and all 
the reſt have paſſed. 

XIII. If any Perſon plays out of bis Turn, 
that Card played may be called at an Time in 
that Deal, a he does not revoke; or the 
Adverſaries may demand the Partner of him, 
who played out of his Tutn, or his own Part- 

ner, to play N Suit he thinks fit. 
2 After 


9 
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XIV. After the Game is won, if the Perſon 
who won the ſixth Trick plays the ſeventh 
Card, he is obliged to play for the Vole. 

XV. If you have four ak dealt you, you 
are at Liberty either to call a Queen to one of 
your Kings, or to call one of your Kings; but 

ou are not to call the Queen of Trumps. 

XVI. If any Perſon ſeparates a Card from 
the reſt, he ought to play it, if the adverſe Party 
has ſeen it, unleſs he plays /ans prendre. 

XVII. If the King called, or his Partner 
plays out of his Turn, no Vole is to be played 
for. + | | 
XVIII. No Perſon is to be baſted for a 
Renounce, unleſs the Trick is turned and quit- 
ted; and if any Perſon renounces, and it is 
diſcovered, if the player ſhould happen to be 
baſted by ſuch Renounce, all the Parties are 
'to take up their Cards, and play them over 
again. 

XIX. If Spadille is forced to play, he is not 
obliged to make his three Tricks. 

XX. Whoever undertakes playing the Vole, 
has the Preference of playing before him who 
offers to play ſans prendre. 

XXI. If all Parties agree to it, before you 
begin to play, let the Perſon have the Prefe- 

rence of playing, who plays for the moſt Tricks; 
which will prevent ſmall Games from being 

played. | EE 
XXII. The Player is entitled to know who is 


his King called, before he declares for the oe. 
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XXIII. When fix Tricks are won, he who 
won the ſixth Trick ought to ſay, I play the 
Vole; or, I do not play the Pole; or, I aſk —— 
and nothing elſe. 

XXIV. He who wins the Vole, is to tube 
double the Stake played for out of the Pool. 

XXV. He who alks Leave (if elder Hand) 
may play ſans prendre, in Preference to any of 
the other Players. 

XXVI. If you have one King only, you may 
call yourſelf, but muſt win fix Iricks. 

XXVII. If you play the King ſurrendered, 
he muſt win fix Tricks who demands the King 
of any Perſon. 

XXVIII. He who has paſſed once (unleſs he 
has Spadille) has no Right to play afterwards ; 
alſo be who has aſked the Queſtion is obliged to 
play, unleſs ſomebody elſe plays ſans prendre. 

XXIX. If the Player, or his Friend, ſhew 
their Cards before they have won fix Tricks, 
the Adverſaries may call their Cards as they 

pleaſe, ſpecifying each Card. 
XXX. Whoever has aſked Leave, cannot 
play ſans prendre, unleſs he is forced. 

XXXI. You are at Liberty to look at the 
Tricks when you are to lead, but not otherwiſe, 
© XXXII. Whoever undertake playing for 

the Vole, and does not. ſucceed, has a Right to 
the Stakes /ans prendre, and Matadores if he has 
them, having won his Game. 


 XXXIIL, Forced _— cannot play for 
the / ole. 
XXXV. If 
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XXXIV. If any Perſon diſcovers his Game, 


he is not entitled to play the Yole. 

-XXXV. If there happen to be two Cards of 
the ſame Sort, and found out before the Deal is 
ended, the Deal is void, but not otherwiſe. 


XXXVI. Nobody is to declare how many 


Trumps are played out. 
XXXVII. He who plays and does not make 


three Tricks, is to be baſted * unleſs he 
plays forced Spadille. 


A Dictionary of the Terms uſed at the Game 0 
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TY aſk Leave, is to atk Leave to play, by call. 
i 


ng a King. 


Baſio. Is the Ace of Clubs, and is always 


the third Trump. 


Baſt. Is a Penalty, which conſiſts in pay= 


ing as many Counters as there are down; and 
is incurred either by renouncing, or by not win- 
ning, when you ſtand the Game, which is call- 
ed making the Baſt. 

Cheville. To be in \Cheville, i is to be between 
the eldeſt Hand and the Dealer. | 
Codill. Is when thoſe who defend the Pool, 
make more Tricks than they who ſtand the 
Game; the former are ſaid to win Codill, and 
the latter to lofe it. 

Conſolation. Is a Claim, which] is always _ 
by thoſe who loſe to thoſe who win; - whether 


by n or Remiſe. 
a4 vs Devole. 
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Devole. Is when he who ſtands the Game 


makes no Trick. 


Double. To play Double is, to pay the 
Game and the Stake double, as well as the 


F Conſolation, the Sans WO the Matadores, 


| and Devole. 
Force. T he Ombre i is ſaid to be forced, when 


you play a ſtrong Trump to weaken him, if he 
over-trumps; he is likewiſe ſaid to be forced; 
when he aſks Leave, and one of the other Play- 
ers obliges him to play ſans prendre, or paſs, by 


offering to play ſans prendre. 
Friend. Is the Player who has the King 


called. 


Impaſſe. To make the Impala, is, when be« 
ing in Cheville, you play the Knave of a Suit, 
of which you have the King. 

Manille. Is, in black, the Deuce of Spades 
or Clubs; and, if in red, the Seven of Hearts or 
Diamonds, according to the Suit in which you | 
play, and is p the ſecond Wan at = 
Game. 

Matadores. Th ere are chros Matadores, v v. 
Spadille, Manille, and Baſto, which are the 
three firſt Trumps. 

Mille. Is a Mark of Ivory, which i is ſome- 

times uſed, and ſtands for ten Fiſh, 92 l 
Ombre. Is the Name 'given to him „e ads 
the Game, either by calling or playing ſors >= 
peller or ſans prendre. | 

Paſs. Is the Term that is uſed; when - 
have not a Hand to play. 


Phu 10 
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Ponto, or Punto. Is the Ace of Diamonds, 
when Diamonds are Trum ps 3. or Hearts, when 
they are Trumps; and is then the fourth 
Trump. 

Pool. The Pool N of the F iſhes, which 
are ſtaked for the Deals, or the Counters which 
are put down by the Players; or the Baſts that 
go on the Game. To defend the Pool, is to be 

againſt him who ſtands the Game. 

Priſe. Is the Number of Fiſh or Counters 
that are given to each Player at the Beginning 
of the Party. 

Regle. Is the Order that is obſerved at the 
. 3 it is called, being in Regle, when the 
Ombre trumps the Return of the King called. 

_ Remiſe. Is, when they who ſtand the Game, 
do not make more Tricks than they who defend 
the Pool; and they then loſe by Remiſe. 

Renounce. Is, not to play in the Suit led, 
when you have of it: It is alſo called a Re- 
nounce, when, not having any of the Suit led, 


you win with a Card that is the only one you | 


have of that Suit, in which you play. 

Roy Rendu. That is, the Kin . 
and is the Method of playing, w Shel the King 
called being given up to the Ombre, he 1 is with 
that to win the Game alone. 

Spadille. Is the Ace of Spades, which i is al- 
ways the firſt Trump. 

Forced Spadille. Is, when he who 1 it, is 
obliged to play; all the other Players having 
paſſed. 


Sans 
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[ Appeller. That is, without calling; and 
is, when you play without calling a King. 

Sans Prendre. This Term . the ſame as 
ſons appeller. 

Forced Sant Prendre. Ts, when having alked 
Leave, one of the Players offers to play fans 
prendre, in which Caſe you are obliged to play 
ſans prendre, or to . 1 

Tenace. 'To be in Tenace, is to wait with 
two Trumps, that you muſt neceſſarily make 
when he that has two others, is obliged to lead; 
ſuch- are the two black Aces, with regard to 
Manille and Punto. i 
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IQUET. is played by two Perſons, with 
thirty-two Cards; which are, the Ace, 
Ling, Queen, Knave, Ten, Nine, Eight, and 
even of each Suit, Fhe Ace is the ſuperior, and 
is equal to eleven Points; the King is above the 
ueen, and the Queen above the Knave, &c. 
Theſe three Cards are each equal to ten Points; 
the Ten, ten; the Nine, nine; and ſo of the 
reſt, each Card counting for as many Points as 
it hath Pips. ; 

To begin the Game, you muſt take the Pack 
of Cards, and ſhuffle them; then the two Play- 
ers are to cut, and to ſhow the Bottom of their 
Cut, the loweſt of which deals, as there is a 
great Advantage in being elder Hand. 

The Dealer then ſhuffles the Cards, and pre- 
ſents them to his Adverſary, who may alſo ſhuffle 
them if he pleaſes, but the Dealer muſt have the 
laſt Shuffle, and then give them to be cut by his 
Adverſary ; but if he ſhould ſcatter them, or cut 
but one off, or leave but one at the Bottom, the 
Dealer may mix them and ſhuffle them again; 
this done, the Dealer is to give twelve a-piece, 


by two at a Time, and the eight Cards which 
A} remain 


? 1 
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remain muſt be placed upon the Table, and are 
called the Talon. 
In this Game there are three Chances, vix. 
the Repigue, che Pigue, and the Capot. 

I. The Repzgue is, when one of the Players 
counts thirty Points in his Hand, before his 
Adverſary has, or can count one; When in the 
Room of ſaying thirty they call it ninety, and 

roceed in the ſame Manner, above as many 
e as he could count above thirtx. 

II. The Pigue is, when the elder Hand has 
counted thirty in Hand or Play before the Ad- 
verſary hath counted one; in which Caſe, in- 
ſtead of thirty, it is called ſixty, and ſo on as 
many Points as you can count above. 

III. The Capot is, when either of the dre 
make every Trick, for which he is to count 
forty; inſtead of which he counts but ten, when 

he only gets the Majority of the Tricks, wich 
is called, the Cards. 
T heſe three Chances may all be made in one 
Deal ; as thus, ſuppoſe one of the Players hath 
four Tierce-majors, his Point is good, and he 
is eldeſt Hand ; he begins by counting three for 
his Point, twelve for his four Pierce-majors, 
which makes fifteen ; fifteen and fourteen Aces, 
fourteen Kings and fourteen for Queens, make 
one hundred and ſeventeen, thirteen in playing 
the Cards, are one hundred and thirty, and forty 
for the Capot, is one hundred and ſeventy: this 
Stroke is very rare, nay, perhaps has never —_ 
pened; but i it is juſt if it ever doth, 1 
0 


%. 
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To pique your Adverſary, you muſt be elder 


Hand; for if you are youngeſt Hand, your Ad- 
verſary counts one for the firſt Card he plays, 
and then your having counted twenty-nine in 
Hand, even if you then take the firſt Trick, 
will not authoriſe you to count fixty, but only 


thirty. 


' The Carte Blanche, that is, when you have 
not one pictured Card in your twelve dealt you, 
counts for ten, and takes place of every Thing 
elſe; then follows the Point, the Huitiemes, - 
the Septiemes, the Sixiemes, the Quints, the 
Quarts, the Tierces, the four Aces, Kings, 


Queens, Knaves, or Tens; the three Aces, 


Kings, Queens, K naves, or Tens follow next; 


then the Points you gain in playing the Cards, 


— 


and the laſt is the Ten for winning the Cards, 
or the Forty for the Capot. 
After ſorting the Cards, the firſt Thing to be 
conſidered is, whether you have a Carte Blanche, 
that is, if you have not one pictured Card; if 
10, you are to let your Adverſary diſcard, and 
then when he is going to take in, and before 
he has touched the Cards, you are to lay your 
twelve Cards on the Table, counting them one 
after another; and your Adverſary is not to 
touch the Cards he hath laid out or diſcarded. 
The Players having examined their Hands, 
the elder Hand takes the five Cards which ſeem 
the leaſt neceſſary for his Advantage, and lay- 
ing them aſide takes as many from the Talon 
or Heap that is left ; and the youngeſt _ 
£ | f ays - 
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| Jays out three, and takes in the three laſt of the 
Talon. 5 4 5 | 
In diſcarding, the firſt Intention in ſkilful 
Players, is to gain the Cards, and to have the 
Point, which moſt commonly engages them to 
keep in that Suit, of which they have the moſt 
Cards, or that which is their ſtrongeſt Suit 
for it is convenient to prefer, ſometimes, forty- 
one in one Suit to forty-four in another, in 
which a Quint 1s not made; ſometimes, even 
having a Quint, it is more Advantage to hold 
the forty-one, where if one Card only is taken 
it may make it a Quint-major, gain the Point, 
or the Cards, which could not have been done 
by holding the forty- four, at leaſt without any 
extraordinary Take- in. | 
I You muſt alſo endeavour, in laying out, to get 
a Quatorze, that is, four Aces, Kings, Queens, 
Knaves, or Tens, each of which counts for 
fourteen, and is therefore called a Quatorze; 
the fourteen Aces hinders the counting four- 
teen Kings, &c. and by that Authority you may 
count a leſſer Quatorze, as of Tens, although 
en Adverſary may have fourteen Kings, &c. 
ecauſe the ſtronger annuls the weaker; and 
alſo, in the Want of a leſſer Quatorze, you may 
count three Aces, three Kings, three Queens, 
three Knaves, or three Tens. It is good to 
take three Aces, and they are better than three 
Kings; and he who has them may by virtue 
thereof count his three "Pens, although the Ad- 
verfary may have three Kings; in Favour of a 
Quatorze 
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Quatorze you count not only any leſſer Qua- 


torze, but alſo all the Threes which you have, 
except of Nines, Eights, and Sevens. 

The ſame is to be obſerved in regard to the 
Huitiemes, Septiemes, Sexiemes, Quints, Quarts, 


and Tierces, to which the Player muſt have Re- 


gard in his diſcarding, ſo that what he takes in 
may make them for him. 


The Pornt, is the Number of Cards of the | 


ſame Suit which one holds in Hand after having 
taken in, the Pips of which muſt be counted ; 
when you aſk if it is good; obſerving the Ace 
counts for eleven, the King, Queen, and Knave, 
ten each, and the reſt according to the Number 
of the Pips. | 
The Point being ſelected, the eldeſt Hand 
declares What it is, and aſks if it is good: If 
his Adverſary has not ſo many, he anſwers, 7? 
is good; if he has juſt as many, he anſwers, 
it is equal ; and if he has more, he anſwers, it 
is not good He who has the beſt, counts as many 
for it as he has Cards which compoſe it; and 
whoever has the Point counts it firſt, whether 


he is eldeſt or youngeſt; but if the Points are 


equal, neither can count : it is the ſame when 
the two Players have equal Tierces, Quarts, 
Quints, &c. 

There are {ix Kinds of Tierces; one compoſed 
of an Ace, a King, and a Queen, called a Tierce- 
Major; a ſecond of a King, a Queen, and a 
Knave, called a Tierce from a King; a third 


of a Queen, a K nave, and a Ten, called a 
Fo: Tierce 


thee — eo. 
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Tierce from a Queen ; a fourth of a Knave, a 
Ten, and a Nine, called a Tierce from a Knave; 
a fifth of a Ten, a Nine, and an Eight; and a 
ſixth of a Nine, an Eight, and a Seven, called 
a Tierce-Minor. 

You muft obſerve that all the Cards of a 
Tierce, as well as of the Quarts, Quints, Kc. 
muſt be of the ſame Suit. 

There are five Kinds of Quarts (pronounced 
Carts); the firſt, called a Quart-Major, is com- 
poſed of an Ace, King, Queen, and Knave; 
the ſecond, a Quart from a King, of King, 

Queen, Knave, and Ten ; the third, a Quart 
from a Queen, of Queen, Knave, Tenz and 
Nine; the fourth, a Quart from a Knave, of 
Knave, Ten, Nine, and Eight ; and the fifth, 

a Baſſe Quart or a Quart-Minor, of a Ten, 
Nine, Eight, and Seven. 

There are four Sorts of Quints ( roi 
Kents); thefirſt, a Quint-Major, of Ace, King, 
Queen, K nave, and Ten; the ſecond, a Quint 
from a King, of King, Queen, Knave, Jen, 
and Nine; the third, a Quint from a Queen, 
of a Queen, Knave, Ten, Nine, and Eight; 
and the fourth, a Quint-Baſſe, of K nave, Ten, 
Nine, Eight, and Seven. 

There are three Sorts of Sixiemes; the firſt, a 
Sixieme-Maj jor, of Ace, King, Queen, Knave, 
Ten, and Nine; ; the ſecond, a Sixieme from a 
King, of King, Queen, Knave, Ten, Nine, 
and Eight; and the third, a Sixieme from a 
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Queen, of Queen, Knave, Ten, Nine, Eight, 
and Seven. 

There are two Kinds of Septiemes; firſt, a 
Septieme- Major, of Ace, King, Queen, Koave, 
Ten, Nine, and Eight; and ſecond, a Septieme 
frem a King, of King, Queen, 3 Ten, 
Nine, Eight, and Seven. 

There is but one Sort of Huitiemes, which 
is compoſed of the Ace, King, Queen, Knave, 
Ten, Nine, Eight, and Seven, that is of all the 
Cards of the ſame Suit. 

Theſe Sequences are what it is always pro- 


per each Player ſhould have Regard to in lay- 


ing out, it being much to his Advantage to 
have them; for if a Tierce is good, he Who 


holds it counts three for it, four for a Quart, 


fifteen for a Quint, ſixteen for a Sixieme, ſe- 
venteen for a Septieme, and eighteen for a 
Huitieme. If your Point is good, you count 
as many Points as the Number of the Cards it 
conſiſts of; as, for Example, if you have a Quart- 
Major, and it is alſo good for Point, you count 
four for the Point, and four for the Quart, 
which makes eight, and alſo the ſame for the 


Quints, Sixiemes, &c. 


But if your Point is good, and you have nei- 


ther Tierce nor Quart, you only count as wy 


for the Point as it conſiſts of Cards. 
All Tierces, Quarts, Quints, &c. are Se- 
guences, and in favour of one of them being 


good, you reckon the lefler Wanane te although 
your 
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your Adverſary may have better, and you count 
for them how ſmall ſoever, your Adverſary's be- 
ing entirely annulled by your ſuperior Sequence; 
but ſhould the ſuperior Sequences be alike in 
both the Players Hands, whoever ſhould hold 
ſeveral other Sequences, either of the ſame 
Goodneſs or lefler, nevertheleſs cannot count 
one. 1 . 3 | 
After each of the Players has taken in the 
Cards which belong to him from the Talon or 
Stock, he ſhould fort his Cards to ſee what he 
has to reckon, and put together the moſt Cards 
that he hath of one Suit to make his Poinf, and 
then.declare it: If the younger hath a better 
Point, he muſt anſwer, Not pood ; if he hath 
as good, he muſt anſwer, Equal; and if he 
hath leſs, he muſt anſwer, Good. After the elder 
Hand hath counted the Point, he ſhould exa- 
mine if he hath not any Tierce, Quart, Quint, 
&c. and then ſee if he hath any Quatorze, or 
three of Aces, Kings, &c. that he may reckon 
them, if his Adverſary doth not hinder him by 
having better. 10 une 9417 en DIES HR 
The Points, the Tierces, Quarts, Quints, 
& c. are to be ſhewn'on the Table, that their 
Value may be ſeen and reckoned ; but you are 
not obliged to ſhow Quatorzes, or three Aces, 
Kings, c 1 0- 8 OH JH 
Four Aces, four Kings, four Queens, fout 
| Knaves, and four Tens are each called Qua- 
_ torze,' and are reckoned for fo many, vix. fours | 
teen; three Aces, three Kings, three Queens, 
N 3 three 
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three Knaves, and three Tens, each reckon for 
three. 

After that each hath examined his Game, 
and the eldeſt, by the Queſtions he hath aſked, 
ſeen every Thing that is good in his Hand, he 
begins to reckon. The Carte Blanche is firſt 
reckoned, and if he hath it, is worth ten 
Points; then the Point is reckoned, then the 
Sequences, and laſtly the Quatorzes, or Threes 
of Aces, Kings, &c. after which he begins to 
play his Cards, for each of which he counts one, 
except it is a Nine or an inferior one. 

After the elder Hand hath led his firſt Card, 
the younger ſhows his Point, if it is good, alſo 
the Sequences, Quatorzes, or Threes of Aces, 
Kings, &c. or Carte Blanche if he has it; and 
baving reckoned them all together, he takes 
the firſt Trick if he can with the ſame Suit, and 
counts one for it; if he cannot, the other turns 
the Trick and continues; and when the young- 
er Hand can take the Trick, he may lead Which 
Suit he pleaſes. 

In regard to the Manner of playing the Cards, 
as it is Cuſtom and Practice which teaches it in 
the moſt advantageous Manner for the Player, 
I ſhall only ſet down in general om can be 
ſhown in Writing. 

It is certain that a good Player is princi- 

ally known from an indifferent one, by the 

anner of playing his Cards, and it is not 
poſſible to play without knowing the Strength 
of the Game ; that is to ſay, that by your _ 

I Han 


continue to pl 
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Hand you ſhould know what your Adverſary 
may hold, and what he muſt have diſcarded, 
and taking great Notice what he hath ſhown. or 


-  reckohed. 1 5 _ 
The firſt Intention of a Player is to get the 


Cards ; the ſecond is to make as many Points as 
ou can, and. hinder your Adverſary from ſo 
doing : but the principal End is to gain the 
Cards, for which you count ten. 
I muſt acquaint thoſe who have no Know- 
ledge of the Game, that there are no Trumps 


at Piquet, but the higheſt Card of the fame 


Suit takes the Trick ; for if, for: Example, one 


plays the King of Spades, and the other has 


the Ace, he takes the Trick; whereas if one 
plays the Seven of Spades, and the other hath 
no-Card of that Suit, though he ſhould throw 
down a Card of ſuperior Value of another Suit, 
the Trick will be for him that led the Seven of 


Spades. 


If the elder Hand has the Misfortune to have 


neither Point, Sequence, Quatorze, or Threes 


which are good, he muſt begin to count by play- 
ing that Card which he judges moſt proper, and 
ay until his Adverſary has play- 
ed a ſuperior, to lead in his Turn. 

This Method of playing muſt be continued 


_ till all the twelve Cards are played, and he who- 


takes the laſt Trick counts two. 
Then each Player counts how many Tricks 


he has taken, and he who hath the moſt Tricks 


reckons ten for having gained the Cards; but 
99 25 I . 
„ it 
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if they are equa], 8 Side can count any for 
the Cards, 

As ſoon as each Deal i is Bniſhed, each Player 
ſhould ſet down with Counters or other Marks 
how many Points he hath made, and ſo pro- 
ceed until the Game is finiſhed; and after each 
Deal the Cards muſt be ſhuffled and cut for the 
next. | 
At Piquet each takes his Turn to deal, unlefs 
the Game is finiſhed in one Deal. 

When you begin another Game, the Cards 
muſt be cut afreſh for the Deal, unleſs it is 
agreed upon, when you firſt begin to play, that 


the Deal ſhall go on; 1 in n ue INE 1 


deal alternately. 
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GenzrAL Rus wy playing at e 


FE I/7 OU are to play by the Stages of your 
I Game; what is meant by.them, is, 
that — GR you are backward in the Game, or 
wm ind your Adverſary, you are to play a puſh» 
Game, otherwiſe-yow:are to make twenty» 
E Points Elder-hand, and thirteen Points 
Younger-hand ; and you are always to compare 
your Gamie with Ns nen s, and ee 


accordingly. 
II. Lou are to difeard in nada vl 


winning the Cards, which is ſo eſſential a Part 


of the Game, that it generally makes twenty- 
two or twenty-three Points Difference; there- 


fore you are not to diſcard for low Obere, 
ſuch as three Queens, three Knaves, or three 


Tens, becauſe in any of theſe Caſes the Odds 
are three to one, Elder- hand; that you do not 


ſucceed, and ſeventeen to three, Younger-hand: 


For let us ſuppoſe you ſhould go for a Quatoræł 


of Queens, Knaves, or Pens, and throw out an 


Ace or a King, by ſo doing you run the Riſque 
1 5 of 
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of loſing above twenty — in of | 


winning fourteen Points. _— 

III. At the Beginning of a Party you are to 
play to make your Game, which is twenty- 
ſeven Points Elder-hand, and thirteen Points 
Yaunger-hand ; therefore, ſuppoſe you are 
Elder-hand, And that you have a Tierce- Major, 
and the Seven of any Suit, it is five to two but 
that you take in one Card out of any four cer- 
* Cards; therefore, ſuppoſe you ſhould have 

three Queens, three Knaves, or three Tens, 

you are in this Caſe to diſcard one of them pre- 
ferably to the Seven of ſuch a Suit, becauſe it 
is three to one that you do not take in any one 
certain Card, Elder-hand, to make you a Quæ- 


torze, and conſequently: you diſcard. the Seven 


of ſueh a Suit to a great Difadvantage, 
IV. Af your Adverſary i is greatly before you 
in the Game, the Conſideration of winning the 
Cards muſt be put quite out of the Queſtion ; 
therefore ſuppoſe you ſhould have a Quart to a 
Queen, or a Quart to a K nave; in which Caſe 
it is only about five to four, being Elder-hand, 
but that you take in a Card to make you a 
Quint, and about three to one but that you 
take in a Queen, a Knave, or Ten; and ſhould 


you. have three of either dealt you, it is good 


Play to make a puſh for the Game, particularly 
if it is fo far advanced as to give you but little 
Chance for it in another Deal; and in this, and 
other Caſes, you may have Recourſe to the Cal- 
culations algectarming the Odds. 8.30 25 
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V. To gain the Point, generally makes ten 
Points Difference ; therefore, when you diſcard, 
ou muſt endeayour to gain it, but not riſque 
the loſing of the Cards by ſo doing. 
VI. The ſaving of your Lurch, or the lurch-- 


ing of your Adverſary, is ſo materia], that you 


ought always to riſque ſome Points to aocom- 

phſh- either of them. N 125 
VII. If you have fix Tricks, with any win-- 

ning Card'in your Hand, never fail playing that 


Card; becauſe, at leaſt, you play eleven Points 


to one againſt yourfelf by ſo doing, unleſs in 
Play you diſcover what Cards your. Adverſary” 


has laid out. 


VIII. If you are greatly advanced in the 


Game, as ſuppoſe you are eighty to fifty, in 
that Caſe it is your Intereſt to let your Adver- 
ſary. gain two Points for your one as often as 
you can, eſpecially if the next Deal you are to' 
be Elder-hand ; but if, on the contrary, you 


are to be Younger=hand,. and are eighty- ſix to- 


fifty or ſixty, never regard the lofing- two or 
three Points for the gaining of one, becauſe 
that Point brings you within your Shew. 

IX. The Younger-hand is to play upon the 
defenſive; thefefore, in order to make his thir- 


teen Points, he is to carry Trerces, Quart, and 


eſpecially to ſtrive for the Point: But ſuppoſe 
him to have two Tierces, from a King, Queen, 
or Knave, as it is twenty- nine to twenty-eight 


that he ſucceeds, he having in that Caſe four 


eertain Cards to take in to make him a' Quart 


. . 


to 
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to either of them, and, perhaps, thereby ſave a 
Pique, &c. he ought preferably to go for that 
which he has the moſt Chance to ſucceed in: 


But if, inſtead of this Method of Play, he has 


three Clans, K naves, or Tens, and ſhould at- 


tempt to carry any of them preferably to the 


others, the Odds that he does nat ſucceed being 


ſeventeen to three againſt him, he conſequently 
diſcards to a great Diſadvantage. 1 


X. The Elder or Vounger- hand i iS ſometimes | 
to fink one of his Points, a Tierce, or three 


Kings, Queens, K naves, or Tens, i in Hopes of 
winning the Cards; but that is to be done with 
Judgment, and without heſitating. 

XI. it is often good Play for a Vounger- 
hand not to call three Queens, Knaves, &c. and 
to ſink one Card of his Point, which his Adver- 
ſary may ſuppole to be a Guard to a King or 

ueen. 

XII. The Younger- band having tbe Cards 
equally dealt him, is not to take in any Card if 


thereby he runs the Riſque of loſing them, un- 
Jeſs he is very backward in the Game, and has 


then a Scheme for a great Game, 


XIII. If the Younger-hand has a Probability 


of ſaving or winning the Cards by a deep Diſ- 


card; as, for Example, ſuppoſe he ſhould have 
the King, Queen, and Nine of a Suit; or the 
King, Knave, and Nine of a Suit; in this Caſe 
he may diſcard either of thoſe Suits, with a mo- 
ral Certainty of not being attacked in them; 
and the Odds that he does not take in the 8 
© 


I 
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of either of thoſe Suits being againſt him, it is 
not worth his While to diſcard otherwiſe 1 in Ex- 


ectation of ſucceeding. 
XIV. The Younger-hand having three Aces 
dealt him, it is generally his beſt Play to throw 


out the fourth Suit. 


V Younger-hand/i is generally to carry 
Guard to his Queen-Suits, in order to make 


Points, and to ſave the Cards. 
XVI. When the Vounger-hand obſerves 


that the Elder-hand, by calling his Point, has 


five Cards, which will make five. Tricks in 
Play, and may have the Ace and Queen of an- 
other Suit, he ſhould throw away the Guard to 
that King, eſpecially if he has put out one of 
that Suit, which will give him an even Chance 
of ſaving. the Cards. 

XVII. If the Elder-hand has a a to 2 
King dealt him, with three Kings and three 
Queens (including the King to his Quart) and 
that he is obliged to diſcard either one of his 


Quart to the King, or to diſcard a King o1 or 


Queen; 
Se Which is beſt for him to diſcard ? 


nſwer. The Chance for taking in the Ace 


or Nine to his Quart to a King, being one out 


of two certain Cards, is exactly equal to the 


taking either a King or a Queen, having three 


of each dealt him: therefore he is to diſcard 
in ſuch a Manner as gives him the faireſt Pro- 
bability of winning the Cards, 

The 


* 
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The foregoing Caſe may be a general Direc- 
tion to diſeard in all Caſes of the like Nature, 
either for the Elder or Founger-hand. 

XVIII. Suppoſe the Elder hand has taken in 
his five Carts, bed that he has the Ace, King, 
and Knave of a Suit, having diſcarded two of 
that Suit: he has alſo the Ace, King, Knave, 
and two ſmall Cards of another Suit, but no 
winning Cards in the other Suits; ; 

Query. Which of theſe Suits is he to play 
from, in order to have the faireſt Chance of win- 
ning or ſaving the Cards ? 

Anſwer. He is always to play from the Suit 
of which he has the feweſt in Number; be- 
cauſe, if he finds his Adverſary guarded there, 
the Probability is in his Favour that he is un- 
euarded in the other Suit; and ſhould he play' 
from the Suit of which he has the moſt in 
Number, and finds his Adverſary's Queen 
guarded, in that Caſe he has no Chance to ſave 
or win the Cards. 

XIX. If the Elder-hand is ford to make the 
Cards equal, by playing of them in any parti- 
cular Manner, and is advanced before his Ad- 
verſary in the Game, he is not to riſque the Joſ- 
ing of them; but if his Adverſary is greatly be- 
fore him, in that Caſe it is his Intereſt to riſque 
the lofing of the Cards, in Expectation of win- 
Ing of them. 


Particular 
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Priel RULES and C. As ES. 0 
J. 8 UPPO S E you are <Eldbrohand; and wit 

you have dealt you a Quart- Major, with 
_ SER and Eight of Clubs, the King and 
Ten of Diamonds, the King and Nine of Hearts, 
with the Ten and Nine of Spades; | 

Query. Whether you are to leave a Card, by 
cartying the Quart-Major and two more of the 
ſame Suit for the Point, with two other Kine; 
or to throw out one Card of your Point? 

Anſwer. If you throw out one Card of fu 
Point, there is a Poſſibility that you reckon on] ly 
five Points, and that your Adverſary may win 
the Cards, by which Event he gets eleven 
Points, beſides his three Aces, Cc. which 
gives you a bad Chance for the Game: But by 
leaving a Card, and admitting that one Card 
of Conſequence lies in the five Cards which you 
are entitled to take in, it follows, that you have 
four Chances to one againſt leaving that Card, 
and conſequently it is your Intereſt to leave a 
Card: The Odds are alſo greatly in your Fa- 
vour, that you take in ſome one of the following 
Cards in your four Cards, ir, there are two to 
your Points, three Aces, and one King. 

II. If you ſhould happen to have the Ae 
King, and four ſmall Cards of any Suit, with 
two other Kings, and no great Suits againſt 
vou, the like ane o the former Caſe may 
be c 75 | 


11. Suppoſe 
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III. Suppoſe you ſhould have the King, 
Queen, and four of the ſmalleſt Clubs, the King 
and Queen of Diamonds, the Ace and Knave of 
Hearts, and the King and. Nine of Spades; 


Query. How are you to diſcard, 1 a Proba- 


bility of making the moſt Points? 

Anſwer... Vou are to throw out the Queen 
and four ſmall Clubs, and to carry three entire 
Suits, with the King of Clubs; for this Reaſon, 


becauſe the Chance for your taking in the fourth 


King, is exactly the ſame as the Chance of 
taking in the Ace of Clubs; in either of which 
Caſes it is three to one againſt you: But if you 
fail of taking in the fourth King, by diſcarding 
thus, you have a fair Chance to win the Cards, 
which will probably make twenty-two Points 
Difference. But ſhould you diſcard with an 
Expectation of taking in the Ace of Clubs, and 
ſhould happen to fail, you being , obliged to 
throw out ſome of your great Cards, you would 


have a very diſtant Chance of, either ſaving or - 


winning the Cards. 
IV. Suppoſe you ſhould have the. Kiog and 
Queen of Clubs, a Tierce- Major in Diamonds, 
ueen and Knave of Hearts, and a Quint from 
the Knave of Spades; | 


Query. How are you to FT) aA with a 1 6 


bab ier of making the moſt Points? 
Anſiber. You are to throw out the Quint to 
a K nave in Spades, in order to make the moſt 


Points ; z becauſe, let us admit that your Quint 
is — for every Thing after you have taken 


in, 
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in, you in that Caſe only ſcore nineteen Points 
if you carry it, and you probably give the 
Cards up, and alſo the Chance of a Duatorze 


of Queens, beſides. a great Number ot Points 
in Play; and conſequently, by carrying the 


Quint, you would AUT to 4 great Difad- 


vantage. . 
V. Suppoſe you have ci King; Queehi; 


Seven, Eight, and Nine of Clubs; the Queen 
and Knave of Diamonds; the Queen, Ten, 
and Nine of Hearts, with the e and Thu of | 
Spades; 
Query: How are you to diſcard 4 
nſiber. You are to diſcard the King, Seven; 
Eight, and Nine of Clubs, and the Nine of 
ru ; by which Means you do not only go 
for three Suits, | but you have the ſame Chance 
for taking in the fourth Queen, as you would 
have to take in the Ace of Clubs: Beſides, the 
Probability of ee the Cards is greatly” in 
your Favour, by this Method of diſcarding. ' 
VI. Suppoſe you have' the Queen, Ten; 
Nine, Ei ght, and Seven of Clubs; the K nave 
and Ten of Diamonds; the King, Queen, and 
Knave of Hearts, with the Aes and Nine of | 
Spades; 
ps How are you to diſcard'? 159} ) 
| nſwer. You are to diſcard the five Clubs 7 
becauſe it is three to one that ydu de not take 
in the Knave of Clubs; and the carrying three 
entire Suits gives you a fairer COS to core | 
more Points. | 


= * * 


VII Suppoſe 
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VII. Suppoſe you have the Ace, Queen, 
and Knave of Clubs; the King, Queen, and 
K nave of Diamonds ; the Queen and Knave of 
Hearts, with the Ten, Nine, Eight, and Seven 
of Spades; 05 
Query. How are you to difcard ? 

Anſwer. You are to diſcard the Ace of Clubs 
and the four Spades, becauſe it is only five to 
four but that you take in a Queen or a Knave; 
it is alſo about three to two that you take in an 


Ace: You have alſo three Cards to your Tierce 


to a King to take in, vi. the Ace and Ten, 
or the Ten and Nine, to make you a Quint; 


all which Circumſtances conſidered, you have 


a fair Probability of making a great Game: 
W hereas, if you ſhould leave a Card, by throw- 
ing out the four Spades only, you run the Riſque 


3 leaving one of the following Cards, viz. the 


King of Clubs, the Ace of Diamonds, the Ace, 


Queen, or Knave of Spades; in any of which 


Caſes, you would probably loſe more Points than 
by throwing out the Ace of Clubs; and if you 
ſhould carry two Suits, viz. three Clubs, three 
Diamonds, and the Queen of Hearts, you run. 
the Riſque of putting out fourteen Points; and. 
it is only five to four againſt your taking in a 
Queen or a Knave, and therefore you would 
diſcard to a great Diſadvantage, 

VIII. Suppoſe you have the King, Queen, 
and Ten of a Suit, and that your Adverſary has 
the Ace, K nave, and one ſmall Card of that 


Suit; and that you have only thoſe three 
FS N Cards 


N = x 
* wa - e v7 
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Cards left, and you are to make three Points of 
them; 5 n A 
Query. What Card are you to play ! 
N You are to play the Ten. | 
IX. Suppoſe you have the Ace, Queen, Ten, 
and Nine of Clubs, alſo the King, Queen, Ten, 
and Nine of Diamonds 
Query. Which of theſe Suits are you to carry, 
in order to have the faireſt Probability of ſcor- 
ing the greateſt Number of Points? 
Anſwer. You are to carry the King, Queen, 
Ten, and Nine of Diamonds, becauſe the 
Chance of taking in the Ace of Diamonds is 
exactly equal to that of taking in the King of 
Clubs; and alſo the Chance of taking in the 
K nave of Diamonds is equal to that of taking 
in the Knave of Clubs; by which Manner of 
diſcarding, you have a Probability of ſcoring 
fifteen Points for your Quint in Diamonds, in- 
ſtead of. four Points for the Quart in Clubs; 
and the Chance for winning the Cards is better, 
becauſe by taking in the Ace of Diamonds you 


| have ſeven Tricks certain, which cannot hap- 


pen by taking in the King of Clubs. N 
X. Suppoſe you have four Aces and two 
Kings dealt you Vounger-hand, in order to 
capot the Elder-hand, you are to make a deep 
Diſcard, ſuch as the Queen, Ten, and Eight 
of a Suit; by which Means, if you happen not 
to take in any Card to ſuch Suit, you may 
probably capot the Adverſarrx. 

1 | | XI. Suppoſe 
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Xl. Suppoſe Elder-hand, that you have the 


Ace, Queen, Seven, Eight, and Nine of Clubs,“ 


alſo the Ace, Knave, Seven, NG, and Nine 
of Diamonds ; 
Query. Which Suit are you to carry, in or- 
der to make the moſt Points? 
Anſtwer. You are to carr the Ace, Knave, 
Seven, Eight, and Nine of Diamonds, becauſe 
the taking in the King of Diamonds is equal 
to the taking-in the King of Clubs, and con- 
ſequently as good for winning the Cards; but 
ou have the Chance of taking in the Ten of 


iamonds to make you fifteen Points, which 


Event cannot happen by Wing in any one 
certain Card in Clubks - 

XII. Suppoſe Elder-hand, chat you have the 
Ace, Queen, Seven, Eight, and Ten U Clubs, 
alſo the Ace, Knave, Seven: Eight, and Ten 
of Diamonds; 

Query. Which Seit is beſt to carry | # 

Anſiwer. You are to carry the Ace, Knave, 
Seven, Eight, and Ten of Diamonds, becauſe 
the Chance of taking in the King of Diamonds 
1s equal to, the Chance of taking in the King 
of Clubs, and conſequeutly as good for win- 
ning the Cards; but you have an additional 
Chance of taking in the Nine of Diamonds to 
make you fifteen Points, which Event cannot 
happen by taking in one certain Card in Clubs. 

XIII. Suppoſe you have the Ace, Queen, 
Ten, and two more of a Suit; alſo the Ace, 


Queen, and Ten of another Suit only. And let 
us 
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us ſuppoſe, that your Adverſary has ſhown ſux 


Cards for his Point, ſuppoſe the Ace, Queen, 
and four ſmall ones, and ſuppoſe you: are 


guarded in that Suit; as ſoon as you have the 
Lead, you are to play from the Suit of which 
you have the feweſt in Number, becauſe if he 
is guarded in that Suit, he is probably un- 
guarded in the other Suit; but ſhauld you be- 
gin with the Suit of which you have the moſt 
in Number, if he happens to be guarded there, 
you have then no Chance to win the Cards; 
which may prove otherwiſe, if you begin with 


the Suit of which you have the feweſt in Num- 


ber. If he is guarded in both Suits, you have 
no Chance to win the Cards. 


Same COMPUTATIONS, direding, with moral 
CTertainiy, how to diſcard well any Hand. 


x 2% 'F HE Chance of an Elder-hand's takin 
in one certain Card, is three to one 5 


him. 


II. That of his taking in two certain Cards, 
is 18 to 1 againſt him. 


III. I would know what are the Odds that 
an Elder-hand takes in four Ace: 


againſt him, for him, 


Anſ. That he takes a 986 to , 


in 4 Accs, is — 


At 
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againſt him. for him, 


At leaſt 3 of them, i about S307) 1 ÞB 
2 of them '2 to I 
of them | 5 


IV. If an Elder-hand has one Ace dealt him, 
what are the Odds that he takes in the other 
three ? 


Anſwer. That he — 


in the 3 Aces — 
At leaſt 2 of them, about 6 to I 
1 of them 4 I 3 


V. If an Elder-hand has two Aces dealt him, 


what are the Odds that he takes in the other two ? 
againſt him, for him. 


againſt him. for him, 


41 1 


Anfwer. That he takes in 0 5 
the other 2 Aces, is 3 , P 1255 
At leaſt 1 of them, is near 3 N 
. 5 to 4 againſt him, or c — #/ 


VI. In caſe the Elder-hand has two Accs 
and two Kings dealt him, what are the Odds 
that he takes in either the two Aces or two Kings 


remaining? 
againſt him. for him. 


Anſwer. It is about — 12 
VII. Elder-hand having neither Ace nor 
King dealt him, what is his Chance to take in 
both an Ace and a King in 2, 3, 4, or 5 Cards! 


againſt him. for him. 

Anſwer, In 2 Cards, is about 11 to I 
In 3 Cards — 1 1᷑ 

In 4 Cards — 85 

In 5 Cards — 1211 

VIII. What 


- - 
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takes 1 in three certain Cards ? 
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| VIII. What are the Odds that a Younger- 
hand takes in two certain Cards? 8 

againſt him. for him. 

Hafwer. — — - 62 to "0 

W hat are the Odds that a Younger-hand 


againſt him, for him, 
Anſaver. — I 1&2 
IX. The Younger-hand having no Ace dealt 

him, what Chance has he for his taking one ? 

ggainſt him. for him. 


Anſwer. It is 28 to 29 
X. If the Vounger-hand has one Ace dealt 


him, what are the Odds of his taking i in one or 


two of the three remaining Aces? 
gagainſt him, for him. 
Anſwer. T hat he takes 5 | 

two of them, 1s about 
At leaſt one of them — 3 2 


XI. What are the Odds that the W 
hand takes i in one certain Card ? | 
| againſt him. for him. 
Anſwer. That he does not 
take it in, is C 17 0. 


What are the Odds of a Carte-Blanche? 


2r $0 3 


| | againſt him. for him. 
Anſwer. — — 1791 to K 


An 
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An ExPLANATION and APPLICATION of the 
foregoing CALCULATIONS. 


I. AS by by the firſt Calculation it is three to 

one, that, being Elder-hand, you do not 
take in one certain Card ; you have, therefore, 
a better Chance of advancing your Game, by 
carrying two Suits for Points and the Cards, 
than by aiming at Quatorze of Queens, * 
or Tens. 

II. Second Calculation; to take in two cer- 
tain Cards, Elder-hand, is eighteen to one 
againſt you. 

Therefore ſuppoſe you have a Nuort- Maj, 
and two other Aces, dealt you, the Odds that 
you. do not take in the Ten to your Quart- 
Major, and the other Ace, is eighteen to one 
againſt you; but that you take in one of them, If 

is only twenty-one to ſeventeen againſt you. 
And ſuppoſe you have three Aces and three 
Kings dealt you, the Odds are eighteen to one 
againſt your taking in the other Ace and the 
other King; yet it is not much above five to 
four, but that you take in one of them. TI his 
example ſhews, how you are to diſcard in Caſes 
of the like Nature. 

III. The Odds in taking in four certain iſ 
Cards, as four Aces, &c. being nine hundred 1 
and fixty-ejght to one by the third Calculation, 
is ſo great a Chance of not ſucceeding, that it | i 

is ſcarce worth further Notice. 7 
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that nc do not take in two out of the three 
| H 
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But to take in three Cards out of L four 
certain Cards, Elder-hand, is .only thirty-three 


to one againſt you. 
Ex ATPL E. Suppoſe you Bare two Aces and 


two Kings dealt you, the Odds of taking in 
three of them out of four certain Cards, ſuch. | 


as two Kings and one Ace, or two Aces and 2 
King, are only thirty-three to one againſt you. 
But ſuppoſe you ſhould want to take in an 


two out of four certain Cards, ſuch as the 


Queen of Clubs, the Ten of Diamonds, the 
Ace of Spades, and Knave of Hearts, being. 


Elder-hand, it appears by the Calculation to be 


three to one againſt you; and the Odds are the 
ſame for any two out of four certain Cards. 1 
But if, being Elder-hand, you only want 
one Card out of four, the Odds are five to two 
in your Favour that you take it in. Therefore, 


if you have four Tens, or any inferior Quatoræe 


dealt you, and no Ace, it is great Odds 1n your 
Favour, that, being Elder-hand, you take in 
one Ace, and ought to play your Game accord- 


ingly. But you muſt always conſider the Dif- 
advantage either of loſing the Cards, or running 


the Riſque of a Capot, which you run the Haz- 


ard of, by ſpoiling your Hand with weren four 
Tens when they are not good. 


IV. By the fourth Calculation; if you have 
one Ace dealt you, it is one hundred and thir- 


teen to one that you do not take in the three 


others; forty- nine to eight, or about fix to one, 


but 


— ——— — — * 
* 
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but that you take in one out of the three, is 
about three to two in your Favour, or one hun- 
dred and thirty-ſeven to ninety-one. 

As for ExAurrE. You have a Quart from 
2 King, and two Kings more dealt you; as it 
is three to two that you take in either Ace or 
Nine to your Quart to the King, or the fourth 


King, as you have the Chance of reckoni 


fourteen or fifteen Points by this Method of 
diſcarding, you ought to play accordingly : 
And this Method ſhews you how to play any 
Hand of the like Sort. 2 
But if you ſhould diſcard, with an Expec- 
tation of taking in two Cards out of three cer- 


tain Cards, the Odds againſt ſuch an Event 


being above ſix to one, your Game muſt indeed 
be very deſperate if you attempt to diſcard to 
that Purpoſe. The Chance of taking in three 
certain Cards, being one hundred and thirteen 


to one, is a very diſtant Chance; yet even ſuch 


does happen ſometimes, but ought never to be 
ventured upon, but when a Man has no other 
Reſource in the ſame. . 


V. The fifth Calculation is, that if you have 


two Aces dealt you, it is eighteen to one that 


vou do not take in the two other Aces; but 
only ſeventeen to twenty-one that you take in 
one of them. Let us illuſtrate the Uſe of this 
by: an Example. Suppoſe you have. a Quari- 
Major dealt you, and a Quart to a King, and 

that you are greatly behind your Adverſary in 
the Game z tO take in the Ten to your Quart- 
507 „ 
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Major is three to one againſt you; but to take 
in * Ace or Nine to your Quart to the King, 
is only about five to four againſt you. 

Alſo by the ſame Rule, ſuppoſe you have 
three Kings and three Queens dealt you, the 
Odds of your taking in both a King and a 
Queen, are eighteen to one againſt you; but 
That of your taking one of them, is only five 
to four againſt you. . 

All other Caſes of the like Nature may be 
diſcarded by this Method of Calculation. 

VI. As, by the ſixth Calculation, it is ſeven- 
teen to two that you do not take in two certain. 
Cards out of four, ſuch as two Kings, twe 
Queens, &c. you muſt not, therefore, con- 
found this with the third Calculation, where 
the Odds are not above three to one that you 
take in two Cards out of the four. | 

VII. Having neither an Ace nor a King dealt 
you, what are the Odds of your taking in both 
an Ace and a King in two, in three, in four, 
or in five Cards? * 

Anſwer, To take in an Ace and a King; 

| 2gainft you. for you. 


In 2 Cards, is about — 11 t-to 
In 3 Cards — — 4 to 1 
In 4 Cards — — 9 to 5 
In 5 Cards wh — 33 wo 3 


You may obſerve, by the foregoing Caleu- 
lation, what are the Odds of taking in two, 
three, four, or five Cards out of any eight cer- 
tain Cards, and conſequently diſcard to the 
greateſt Advantage. | | 

-H 3 The 
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The foregoing Calculation is either for the 
Elder or Vounger-hande 

' ExamPLE. Let us ſuppoſe'the Woungel: aud 
to have two Quatorzes againſt him, he 1 may ob- 
ſerve, that it is not above fout to'one but that he 


takes in one of each of them. The like Rule 


may ſerve for any other eight certain Cards. 

VIII. As by the eighth Calculation i it is ſixty- 
two to one, that the Younger-hand does not 
take in two certain Cards, which Event hap- 
pening, he ought not therefore to run the Ha- 


zard of ſo great a Chance, but when his Game 


is deſperate, and does not promiſe him another | 
Deal. 
IX. By the ninth Caletilatioh,) as it is twen- 


ty- nine to twenty-eight that the Younger-hand 


takes in one Ace, having none dealt him; the 
Calculation is the ſame for any Card out of four 
certain Cards. 

As for ExameLEe. Suppoſe you have two 
Quaris dealt you from the King 'or Queen of 
any Suit, it is the ſame Odds of twenty- nine 
to twenty-eight, but that you take in a Card 


to make one of them a Quint, and therefore you 


are to diſcard accordingly. 

As alſo, that you take in either Ace, King, 
Queen, or Knave, of any one Suit, when a 
Pique or Repique is againſt you. 

X. The tenth Calculation is, that if the 
Younger-hand has one Ace dealt him, it is 
twenty-one'to one that he does not take in two 


Aces, and about three to two that he. does not 


af take 


* 
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take i in one of them; which Calculation holds 
good in the taking in any three other certain 
Cards. Therefore, for Example, let us ſuppoſe, 
that as it is but three to two againſt the Vounger- 
hand's taking in one Card out of three to ſave 
a Pique, or a Repique, it would generally be 
reckoned good Play, either to throw one from 
his Point, or diſcard a King, Sc. for the Chance 
of ſuch an Event. 

Kl. By the eleventh Calculation ĩt is ſeven- 
teen to three, Younger-hand, againſt your taking 
in any one certain Card; therefore, the Odds of 
not ſuccecding in this Caſe are ſo greatly againſt 
you, that it ought not to be attempted, eſpeci- 
ally if the winning or ſaving the Cards is riſqued 


by ſo doing, except in deſperate Caſes. 


. Curious and INSTRUCTIVE Caen 3 i 
. QUPPOSE ye you are a Younger-hand, and 


that you have the Queen, K nave, Seven, 
Eight, and Nine of Clubs; alſo the Seven and 
Eig abt of Diamonds, the Seven of Hearts, and 
the Ten, Nine, Ei ght, and Seven of Spades; 
and that the Elder-hand has left a Card: 
Query. How are you to diſcard, to put it in 
the Power of the Cards to repique the Elder- 
hand 5 
Anſwer. 'You are to carry the five Clubs and 
the, four Spades, and to leave a Card; and by 
0 in the Ao Nuke and Ten, of Clubs, 


Ew A OO LSS 


„ 1 3 II. Suppoſe 
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II. Suppoſe you have eight Clubs, the Ace 


and King of Diamonds, the Ace of Hearts,and 


the Ace of Spades : 
Query. Whether yoy repique the Younger- 


Band, or not? 


Anſiuer. The Younger-hand may have a 
Carte-Blanche, by having three Quaris from a 
Ten, which reckons firſt; and therefore he i is 


Not repiqued. 
III. What is the higheft Number to be made 


of a Pique ? 


"Ong Eighty- two Points. 9 
| What are the Cards which compoſe chat 
Number ? 

Anſwer. A Quart-Major in Clubs, a Quari- 
Major in Diamonds, Ace, King, and Ten of 
Hearts, with the Ace of Spades. 

er is only upon Suppoſition that the Woart- 


7 — 27 for every Thing. 
hat is the higheſt Number to be made 


| of a Repique and Capot ? 


Anſwer, A hundred and ſeventy Points, | 

What are the Cards which compoſe that 
Number ? 

Anſwer. The four Tierce- Majors, which are 
ſuppoſed to be good for every T hing. 

V. Suppoſe you are Elder-hand, and that you 
want eight Points of the Game, and that the 
Vounger- hand wants twenty-three Points; and 
ſuppoſe you have dealt you the Ace, King, and 
Queen of Clubs; the Ace, King, and en of 


Diamonds; the Ace, K nave; and Nine of 
Hearts ; 
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Hearts; the Knave, Nine, and Seven of Spades: 

Juery- How are you to diſcard, to prevent 
any Poſſibility of the Younger-hand's making 
twenty-three Points, and be is not to reckon 
Carte- Blanches⸗- 

Anſwer. You are to diſcard the Zing and 
Queen of Clubs, and Knave, Nine, and Se- 
ven of Spades, by which: Method of diſcard- 
ing you are certain to make eight Points, be- 
25 the Younger-hand can make ewenty-three- 

oints. 

VI. Suppoſe you have the Ace, Queen, and 
Knave of Clubs, with the King and Ton — 
Diamonds; and ſuppoſe 5 dverfary bas 
the Ace, Queen, and Knave f Diamonds, K. 
the King and Ten of Clubs, your Adverfary 
being to lead, is to make five Points, or to ole 
the Game: 

Query. How ſhall you play to prevent bim 
from making of five Points? 3 
_ Anſwer. When he plays his Aceof Clud 

ou are to play your King of Clubs; by which 

Na he can only make four Points. 88 

VII. 4 and B play a Party at Piquet. 0 

They are one Game each of the Pactf! ot, 

A has itin his Power to win the ſecond e; ; 
but then he is Younger-hand at the Bae 
of the next Game. N 

4 has it alſo in his Power to reckon oply 
ninety- nine Points of the ſecond Game, | and 8 
„ 41 T SR On Lies 

Query. Whether it is Hs Intereſt to win the 
ſecond Game, or not ? 

H 4 Anſwer. 
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' 2Anfewero It is A's Intereſt to win®thei ſecond 
Gamo in the Proportiowof fourteen to thfftecn 

in his Favour.” $0 25%. 107 3 * *FSCLEE 14) ©: 
12071 IST OF - 25 Zi 261 Las (544330 910-0245 9% 3 


Some COMPUTATIONS for laying, Wagers. 


I. T'is five to four that the Elder-hand wins 
the Game. 4 I Fo WP 74 $3 + 1.3 # % 
oy It is about two to one that the Elder- 
| hand dots not lurch the Younger-hand.' 
III. Ft is near fort to one that the Tounger- 
hand does not lurch, the Elder-hand. 


See A bal B nale a Party at Pray.” 
No bo 4 has the Hand ; 3 what are the Odds that 
7 wins the Party? - al; 

uſer. About twenty-three to twenty. 
II. If A has one Game, and B one Game, 
15 Who is Eldeſtehand has above five to four to 
win the Party. 

III. If I has two . Love before they cut 
for the Deal, the Odds are above four to one that 
he wins the Party. 3 
IV. If A has two Games Love, and 4 = 
the Hand, the Odds are about five to one that 
he wins the Party. 

V. If B has the Hand when A is two 3 
the Odds in favour of 4 are about three and a 
half to one. 

VI. If 4 has two Games, and B one, before 
they cut, the Odds in Favour of A are above two 
e 


5 N a 1 VII. If 


, 
7 
3 
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4 
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VII. If A has the Hand, and two Games to 


one, the Odds are about n to fou. 
VIII. If B has the Hand, when A is to 


Games to one, the Odds: in F avour of 4 are Shut 


of 


nine to five. tis2b 411k 0 515 v3} 


IX. If A is one "tact ae 5 Elder- hand- * 


the Odds 1 in F avour of 4 are ant eng ta 


fare D i 1 9 TY 
IF 4 has one Quit Live, * Vousger- 


hand the Odds in Hawks of A are about. t wo 
ey? Base 1 q 


wi Laws of the Clin at PIQUET.. 


I. 15 HE Elder-hand,; is Ae to lay Wy one 


Card. 
II. If the! Elder-hand takes! in one of the hree 


Cards which belong to the Younger: Mas, he 


g loſes the Game. 


III. If the Elder-hand, in taking his five, 
Cards, ſhould happen to turn up a Card 'be=" 
longing to the Younger-hand, he is to reckon , 
nothing that Deal. wy 

IV. If the Elderor Younger-hand play with” 
thirteen Cards, he counts nothing. 


* If the Elder-hand has thirteen Cards JM" 4 


him, it is in his Option whether he will, ſtand . 


the Deal or not; and if he chuſes to ſtand the : 


Deal, he is to diſcover it, and to diſeard five 


Ik. the Elder or Vounger-hand reckons 
whah they have not they count othin 
H N i ir 


4 
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VII. If the Elder-hand touches the Stock 
2 he has ded, he cannot alter his Diſ- 
Cat . 
VIII. If a Card is faced, and it happens to 
be diſcovered, either in the dealing or in the 
Stock, there muſt be a new Deal, unleſs it be 
the bottom Card. 

IX. If the Dealer turns up a Card in dealing; 
belonging to the Elder-hand, it is in the Op- 
tion of the Elder-hand to Have & new Deal. 
X. If the Vounger- hand takes in five Cards, 
it is the Loſs of the Game, unleſs the Elder- 
hand has left two Cards. 

XI. If the Elder-hand calls Span for his 
Point, which happens to be a Suari- Major, 
and it is allowed to be good, and only reckons 
four for it, and plays away, in this Caſe he is 
not entitled to count more. 

XII. If the Elder-hand ſhews a Point, or 
Aare, or Tierce, and aſks if they are good, and 
afterwards forgets to reckon any of them, it 
bars the Younger-hand from reckoning any of 
equal Value. 

XIII. Carte-Blanche counts firſt, and conſe- 
quently ſaves Piques and Repiques : It alſo 

iques and repiques the Adverſary, in the ſame 
Manner, as if thoſe Points were reckoned i many 
other Way. | 

XIV. Carte-Blanche reckons. before any 
Thing elſe; but need not be ſhewn till the 


Adverſary has firſt diſcarded ; only, if you are 


Elder-hand, you — bid the Younger-hand 


to 
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to diſcard for Carte-Blanchs j which after he! 
done, you ſhew your Blanche by counting. 
Cards down one after another.. 

NV. You are to cut two andes leaſt} 

XVI. If you call a Point, and do tiot the) 


it, you reckon nothing for 15 and the Youn, 
hand may ſhew and reckon his Point. 
XVII. If you play with eleven Cards, 6 


fewer, no Penalty — Mn | 
XVIII. If the Elder-hand leaves: A Card; nd 
after he has taken in, he happens to put 1 10 his 
Diſcard the four Cards taken in, they muſt re- 
main with his Diſcard, and he only play with 
eight Cards, viz. thoſe added to his Diſcard. - 
XIX. If the Vounger- hand leaves a Card or 
Cards, and mixes it with his Diſcard before he 


—” has ſhewn it to the Elder-hand, who is firſt to 


tell him what he will play, the Elder-hand is 
entitled to ſee his whole Diſcard. 

XX. If the Younger-hand leaves a Card or 
Cards, and does not ſee them, nor mixes them 
to his Diſcard, the Elder-hand has no Right to 
ſee them; but then they muſt remain ſeparate 
whilſt the Cards are playing, and the Younger- 
hand cannot look at them neither all that while, 

XXI. If the Younger-hand leaves a Card or 
Cards, and looks at them, the Elder-hand is 
entitled to ſee them, firſt declaring what Suit he 

will lead. 

XXII. If the Dealer deals a Card: too many, 
or too few, it is in the Option of the Elder- 


hand to have a new Deal; but if he ſtands the. 
H 6 Deal, 


e 
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Neal, he muſt leave three Cards for the Voun ger- 

Wear anon en et 
XXIII. You ares in the firſt Placey to cal! 

gur Point; and if you have two Points, if you | 


+4 


\dehign. to reckon, the-higheſt, you are: to. call that | 


* I? 5 to abide by your: firſt Call: UOY I 
XIV. You art tocall your Tieres Darts, 
Quinte, A. next 3/2andyt6;call the bigheft of 
them, in caſe you deſign to reckon them 
KNV. Lou are to call a Dutitorze preferable 
to. three, Aces, He. if you deſign to reckon then. 
22 9.9 VI. If) b call a Tierce, having a. Quart | 
Ge „ui mult. abide - by your: firſt 


y A. 
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THE Cbels-Baard contains wehr 

Squares. 


-1*T Ne ing and his Officers, being ee 
are placed upon the firſt Line © f the 9125 
white Cor net of fit being towards your Right, 
The White Kits muſto ße upon the koührth 
black Sgugre. Abe black King upon the 
fourth White Square: Oppoſite to each other; . 5 
The white Queen muſt be upon, t the Fourth 


white Square, on the eft of her King. — her 
black Que "port the fourth ek, Square, on; 
the Right her . 


The Biſhöps muſt be” plated? on each Side 'of 
the King ahd Queen. 5K Wal et et 


The Knights muſt ſtand" on 1 del Side of we 
Biſho ps. „ 2 


The Rocks i in the two Corners bu the S 
next to the Knights. 


The eight Pawns, to be 1 10 the, 


eight Squares of the fecond Ting 


. 10 The 
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The Pieces, and Pawns, on the Side of the 
King, take their Names from him, as thoſe on 3 
the Side of the Queen do from her, and are 1 
called the Pawns of the Biſhop of the King, or 9 

of the Biſhop of the Queen, &. 

The Squares are named from the Pieces, viz. 
Where the King ſtands, is called the Square of 
the King; pink his Pawn ſtands, is called the 
ſecond Square of the King; that before the 
Pawn is called the third Square of the King; 
that beyond jt is called the-fourth Square of the 
King, and ſo of all the reſt. 4 

The King moyes every Way, but oply- he 
Square at a me. 

The King may leap once in the 1 2 either 
on his own Side, or on the Side of his Queen, 
(viz. the Rook is moved into the next Square 

to the King; and the King moves to the 
wii on the other Side of him, which is alſo 

Ea] led caftling :) Provided neyertheleſs no Piece 

tween him and the Rook ; nor after this 
| | hath been moved; nor "after the King 
hath been moved ; nor when the King is in 

Check; nor when the Square, over which he 

means to leap, is viewed by an adverſe Man, 

who would check him in his Paſſage. 

The, Kings muſt always be one Square. diſ- 
tapt from each other. 

Tune Queen hath the Move of the Rook, and „ 
the Biſhop. She moves in a ſtraight Hine, and . 
alſo angu arly. = 4 

The Biſhops move only angularly. F 
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The Knights move obliquely, upon every 
third Square, including that which they ſtood 
on, from black to white, and from white 'to 


5 black, over the Heads of the Men. - 2 8 
The Rooks move in a right Line. 


A Pawn moves in a ſtraight Line forward, 

and takes the Enemy angularly. He may be 
moved two Squares the firſt Move. 
I the Square over which your Pawn leaps, 
is viewed by a contrary Man, that Man may 
take the Pawn in his Paſſage, and then he 
muſt place himſelf ia the Square over which the 
Pawn leaps. _ 

After the firſt Move, a Pawn can only move 
one Square at a Time. All the reſt of the Men 
move forward or back ware. 

When a Pawn gets at the Head of the Board 


: upon the firſt Line of the Adverſary, he may be 


2 for any one of the Pieces, which you 
have loſt in the Courſe of the Game. 
The Men take the Adverſary's Men, wha 


ſtand in their Way, provided the Road lies open 


to them; of they may refuſe it if they think 
r 07 
You muſt ſet down your Man in the fame 
Square in which you take the contrary Man. 
The Men can move the whole Length uo 


Breadth of the Board, or from one Angle to the 
. Other, except the King, Knights, and Pawns. 


When the Adverſary King is in a Situation 


to be taken by you, you muſt fay Check to 


to de- 
fend 


dim; by which you give him Warning 
4 
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fend himſelf, either by changing his Place, or 
by covering himſelf with one of his own Men, 
or by taking the Man who aſſaults him: if he 
can do none. of theſe Things, he is check-mated. 

The King, cannot change his Square, if he 


by ſo. doing goes into Check. | 
When: the King has no Man whom he can 


play, and is not in Check, yet is ſo blocked 


up, that, he cannot. move without going into 
Check; this Poſition is called. a Stale- Mate. 


Jo this Tſe. the Eins who is, ee Wire 
d e e e 25 | 
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you Mir. F $a Pieces, and, ace 9 
hring out E eces to. ſupport them; t 
ore the Kings, Queens, and Biſhops . 
ſhould be the firſt played, in order to open your 
Game well. 
II. Vou are not, therefore, to play out any 
of your Pieces early i in the Game, becauſe you 
thereby Joſe Moves, in caſe your Adverſary has 


it in his Power, by playing a Pawn upon them, 


to make them retire, and alſo opens his Game 
at the ſame Time; eſpecially avoid playing 
your, Queen out, till Jour Game is tolerably, 


well opened, ,, Win 0 eff. Avoid 


2 
9 


0 * - 


y ov ought- to move. Your, Pawns before 


f III. Avoid giving uſeleſs Checks, and never 
give any, unleſs you thereby gain ſome Advan- 
tage, becauſe you may loſe the Move if he cat 


either take or drive your Piece away / 
IV. Never crowd your Game by having too 
many Pieces together, for fear of thoaking uS 
your Paſlage, ſo as to hinder your advancing'or 
retreating your Men as Occaſion may require. 
V. If your Game happens to be crowded; 
endeavour to free it by making Exchanges of 
Pieces or Pawns, and caftle your King as ſoort 
as you conveniently aan. 
VI. Endeavour to crowd the Adverſary's 
Game, which is to be done thus: When he 
plays out his Pieces before he does his Paw, 
you are to attack them as ſoon as you can with 
your Pawns, by which you may make him loſe 
Moves, and conſequently crowd hin. 
VII. Never attack the Adverſary's King with=- 
out a ſufficient Force; and if he attacks your 
King, and you have it not in your Power to at- 
tacxk his, you are to offer Exchanges with him 
Z and if he retires, when you preſent a Piece to 
exchange, he may loſe a Move, and conſequently 
you gain an Advantage. 
VIII. Play your Men in ſo good Guard" 
one another, that if any Man you advance be 
taken, the adverſe Piece may alſo be taken by 
that which guarded yours; and for this Purpoſe, 
be ſure to have as many Guards to your Piece, 
as you ſee your Adverſary:advances Pieces upon 
it; and if you can, let them be of leſs Value 
F <A | than 
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than thoſe he aſſails with. If you find that you 
_ Can't well ſupport your Piece, ſee if, by attack- 
ing one of his that is better, or as good, you 
cannot thereby ſave yours. 1. 5 
IX. Never make an Attack but when well 
prepared for it, nor give uſeleſs Checks, for 
thereby you open your Adverfary's Game, and 
make him ready prepared to pour in a ſtrong At- 
tack upon you, as ſoon as your weak one is over. 
X. Never play any Man tilt you have exa- 
mined whether you are free from Danger by 
your Adverfary's laſt Move; nor offer to at- 
tack till you have conſidered what Harm he 


Conſequence of yours, that you may prevent his 
Defigns, if hurtful, before it be too late. | 
XI. When your Attack is in a proſperous. 
Way, never be diverted from purſuing your 
Scheme (if paſlible) on to. giving him . 
| by taking any Piece, or other Advantage, our” 
Adverfary may purpoſely throw in your Way, 
with the Intent, that by your taking that Bait, 
* he might gain a Move that would make your 
Defign miſcarry. . © 
XII. When you are purſuing. a well-laid 
Attack, but find it neceſſary to force your Way 


Loſs of ſome Pieces; if, upon counting as . 
Moves forward as you can, you find a Proſpe 
of Succeſs, ruſh on boldly, and facrifice a Piece 
or two to gain your End: Theſe bold Attempts 
make the fineſt Games. . 

141 4 XIII. Never 


would be able to do you by his next Moves, in 


through. your Adverſary's Defence, with tbe 


3 
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XIII. Never let your Queen ſtand ſo before 


+ your King, as that your Adverſary, by bring- 
ing a Rook or a Biſhop, might check your King 
if the were not there, for you might hardly 
chance to ſave her. OV BS TD 


XIV. Let not your Adverſary's Knight (efſ- 


pecially if duly guarded) come to check your 
" © King and Queen, or your King and Rook, or 


your Queen and Rook, or your two Rooks, at 
the ſame Time; for in the two firſt Caſes, the 
King being forced to go out of Check, the 
Queen or the Rook muſt be loſt; and in tie 


two laſt Caſes, a Rook muſt be loft, at beſt, for 


a worſe Piece. | '- 


XV. Take Care that no guarded Pawn of 


1 your Adverſary's fork two of your Pieces. 
XVI. When the Kings have caſtled on dif- 


ferent Sides of the Board, the' Adverfary muſt 


advance upon the other King the Pawns he has 


on that Side of the Board, taking Care to bring 


his Pieces, eſpecially his Queen and Rooks, to 


ſupport them; and the King that has caſtled, 
is not to ſtir his three Pawns till forced to it. 
XVII. In playing the Game, endeavour to 


have a Move as it were in Ambuſcade; what 


is meant by it is, to place the Queen, Biſhop, 
or Rook behind a Pawn, or a Piece, in fuch a 
Manner, as that upon playing that Pawn, or 
Piece, you diſcover a Check upon your Adver- 
fary's King, and conſequently may often get a 
Piece, or ſome other Advantage by it. 

XVIII. Never guard an interior Piece with a 
n, of No 6s better, 


_ 


i 


i... 


2 


— .. 7˖— ee eats 


Me Lo 
1 „ y 
F 5 —_— 0 ad 
. 
— mp p e A 
_ DER ** 


- ns 0s. A : 
Boot pc nating men ane ig 


7 0 8 
e $ AG -- 4 
— . tes IS N 


een 
. 8 1 nm 
4 r — ws « » 
Wb 


2 


a 
— 


ys 
—— — 
—— LAN Rn 


Mm, DD 
— 


—— - 


PP 
0 v 


4” — 


„ 8 
— * 4 bv l 
rene 


n 


n 


_ * 


PIR 
9 


ds TY 


the Move. ..;..- 
„ S434 5 w& + a + t 24 
— * l 
* 


164 RES CHESS. 


better, if you can, do it with a Pawn, becauſe 
that better Piece may in that Caſe be, as it were, 
out of Play; for the ſame, Reaſon, you ought 
not to guard a Pawn with a Piece, if you have 


it in your Power to guard it with a Pawn. 


XIX. A Paw paſſed, and well ſupported, 
often coſts the Adverſary a Piece. And if you 
play to win the Game only, whenever you have 
gained a Pawn, or any other Advantage, and 


are not in Danger of loſing the Move thereby, 


make as frequent Exchanges of Pieces as you 
522 tt Sher res od | WS FS TT ITY i 
a go 44 . +4 . . L 54223 f 
XX. If you have three Pawns each upon the 
Board, and no Piece, and you have one of 
vour Pawns on one Side of the Board, and 


4 


the other two on the other Side, and. your FT 


Adverſary's three Pawns are oppoſite to your 
two Pawns, march with your King, as ſoon as 
you can, to take his Pawns; and if he goes 


with his King to ſupport them, go on to Queen 


* 


ith your ſingle Pawns; and if he goes to hin- 


er him, take his Pawns, and puſh the others 


to Queen. 


u. This ſhews the Advantage of a 
paſſed Pawn. 2 1. ; Li ts 


o 


b * 


« 


; ve ay ond; | 

XXI. At the latter End of a Game, 
Party having only three or four Pawns on dif- 
ferent Sides of the Board, the Kings are to en- 
deavour to gain the Move, in order to win the 
Game. For Example: If you bring your King 
oppoſite to your Adverſary's King, with only 


- 


one Houle between you, you will have gained 


XXII. When 


ry 3 F # ” 


each 
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XXII. When your Adverſary has his King 
and one Pawn on the Board, and you have your 
King only, you will never loſe that Game, if 
you can bring your King to be oppoſite to your 
Acdverſary's, when he is immediately either be- 


1 
"2: 
LS > 
: bs 


nee ml) . vu; Ho 0 ho v 


fore, or on one Side of his Pawn, and there is 
only one Houſe between the Kings. 

XXIII. When your Adverſary has a Biſhop 
and one Pawn on the Rook's Line, and his 
E Biſhop is not of the Colour that commands the 
| Corners houſe his Pawn is going to, and you 
have only your King, if you can get into that 
Corner, you cannot loſe that Game, but may 
win it by a Stale. . : „ 

XXIV. When you have greatly the Diſad- 
vantage of the Game, having only your Queen 
left in Play, and your King happens to be in 
the Poſition of Stale-Mate, keep giving Check 
to your Adverſary's King, always taking Care 
not to check him where he can interpoſe any 
of his Pieces that make the Stale; ſo doing, 
you will at laſt force him to take your Queen, 


and then you win the Game by being in a Stale- 


XXV. Never cover a Check with a Piece 


that a Pawn puſhed upon it may take, for fear 


of only getting that Pawn for it. 


I 
PEE She 
8 Ms 
8 


= XXVI. Always take Care that your Adver- 
ſary's King has a Move, for fear of giving a 


* 2 


£5 4 
" 


Stale-Mate; therefore do not crowd him up with 
your Pieces, left you inadvertently give one. 
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of. 
1 2 Tf 


Explanations and Applications of ſome of the fares | | | 


going RULES and OBSERVATIONS. 


I. WI ETHER you play the open Game, 4 
or the cloſe Game, be ſure you bring 
out all your Pieces into Play before you begin 


8 7 


to attack; for if you do not, and your Adverſary | 
does, you will always attack, or be attacked, 
at a great Diſadvantage : This is fo eſſential, 


that you had better forego an Advantage than 


deviate from it; and I may venture to pro- | 


nounce, that no Perſon can ever play well at 


this Game, that does net put this Rule ſtrictly | 4 


in Practice: and don't let any Body imagine, 
that theſe preparatory Moves are uſeleſs, be- 
cauſe he does not receive an immediate Advan- 
tage from them; they are juſt as neceſſary, as 
it is at Whiſt to deal thirteen Cards round be- 


. » _ 
CC EI oiownriai tans, 2 Ot Rene Rr 
9 : 


your Pieces properly, I would adviſe to puſh 7 
on your Pawns firſt, and ſupport them with W 
your Pieces; and you will receive this Advan- 


tage from it, that your Game won't be crowd- i 


3 


ed: I mean by this, that all your Pieces will be 
at Liberty to play and aſſiſt each other, and ſo 
co-operate towards obtaining your End: and 
this farther is to be obſerved, that, either in our 
Attack, or Defence, you bring them out ſo as 
not to be drove back again. 1 95 
II. When you have brought out all your 
Pieres, as I have premiſed, which you will have 
done 


4 > WS 
1 
o 
* 

W 5 

12 


done very well, eſpecially if you have your 
Choice on which Side to caſtle (which I would 
always adviſe to do) I would then pauſe a while, 
and conſider thoroughly my own and my Ad- 
verſary's Game, and from his Situation, and 
ng 7 obſerving where he is weakeſt, I would not 
in only take my Reſolution where to caſtle, but 
77 = likewiſe where to begin my Attack; and it 

» © ſtands to Reaſon you cannot do it in a better 
al, Place than where you are ſtrongeſt, and your 
an Enemy weakeſt. By this Method, it is very pro- 
0- bable that you will be able to break through 
at your Adverſary's Game, in which Fray ſome 
Pieces muſt of Courſe be exchanged. But 
no pauſe again, and ſurvey both Games at- 
tentively, and do not let your Impetuoſity hur- 
ry you on too far with this firſt Succeſs ; and 
my Advice to you now in this critical JunRure 
7 (eſpecially if you ſtill find your Adverſary pret- 
ty ſtrong) is to rally your Men again, and put 
them in good Order for a ſecond or third At- 
tack, if needful, ſtill keeping your Men cloſe 
and connected together, ſo as to be of Uſe to 
each other: For want of this Method, and a 
little Coolneſs, I have often ſeen an almoſt fure 
Victory ſnatched out of a Player's Hands, and 
> a total Overthrow enſue. But if, after all, you 
Cannot penetrate ſo far as to win the Game, 
- nevertheleſs, by obſerving theſe Directions, I 
© apprehend you may ſtill be very ſure of having 
|} a-well-diſpoſed Game; and this brings me to 


0 166 2% GAME of CHESS. 4 
[| [| the third Part of the Game, which is the Con- io 
| 
| 


cluſion. „ 
III. And now that . am come to the laſt Pe- 
riod of the Game, which abounds alſo with | 
Difficulties and Niceties, it muſt be obſerved, |: 
where your Pawns are ſtrongeſt, beſt connected F 
| together, and neareſt to Queen, you muſt like- 
110 wiſe mind how your Adverſary's Pawns are diſ- 
| | poſed, and in what Degree of Preferment they 
are; and compare theſe Things together; and | 
i! if you find you can get to Queen before him, 
10 you muſt proceed without Heſitation; if not, 
THE you muſt hurry on with your King to prevent 
1 him: I ſpeak now, as ſuppoſing all the Noble- F 
4 men are gone; if not, they are to attend your 
| Pawns, and likewiſe. to prevent yon l 75 
from going to rene | F 7 15 
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Seme g eneral RuLEs, by 2 ay of Maran | 0 
N 2 Supplement to what has 5 already ſaid. 25 


I. ON'T be too much. afraid of loſing a £ 
TH Rook for an inferior Piece: My Reaſon 
1s this; although a Rook is better than any if 
other, except the Queen, yet it ſeldom comes | 7 
into Play, ſo as to operate, until the End of the 
Game; ; and therefore it happens very often, that 
it is better to have a leſs good Piece hy lay than 
| a better Out. 4 92 
II. When you have moved a Niere; chat | 
your Adverſary drives you away with a Pawn, |” 
take it for granted (generally ſpeaking ) that - 5 
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is a bad Move, your Enemy gaining that dou- 
ble Advantage over you of advancing himſelf, 
and making you retire: I think this deſerves 
h Attention; for although the firſt Move may not 
d, de much, between equal and good Players, yet 
d the Loſs f one or two more, after the firſt, 
e- makes the Game almoſt irretrievable. Alſo, ik 
9 you defend and can recover the Move, or the 
Attack (for they both go tolether) you are in a 
fair Way of winning. 

III. If you make ſuch a Move as chat; bree 
ing Liberty to play again, you can make no- 
thing of it, take it for granted it is an exceed - 
ing bad one for at this nice Game no Move : 
can be indifferent. ; 

IV. If your Game is ſuch; that you' have' 
ſcarce any Thing to play, tis your own Fault, 

either for having brought out your Pieces“ 
wrong, or, which is worſe, not at all; for if 
you have brought them out right, you muſt” 
have Variety enough to play. 

V. Don't be too much afraid of doubling 4 
Pawn; three Pawns together are ſtrong, but 
four, that make a Square, with the Help of 
other Pieces well managed, make an invincible” 
Strength, and probably, in-Time of Need, may 
produce you a Queen: on the other Side, two, : 

Pans, with an Interval between, are no better 
than one; and if, imprudently, you ſhould haye 
three over each other in a Line, your Game 
can't be in a worſe Situation: Examine this on 
the „ and the Truth of it will ſtrike yo. 
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Vour Buſineſs, therefore, is to keep your Pans 
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cloſe cemented and connected together, and it 
muſt be great Strength on the other! Site that 
can overpower them. N 

VI. When a Piece is Auers as that Joe! 
cannot ſave it, give it up, and beſtow your 
Thoughts how to annoy your Enemy in an- 
other Place, whilſt he is taking it; for it very 
often happens, that whilſt your Adverſary is 
running madly after a Piece, you either get a 
Pawn or two, or ſuch a Situation. as ends in his : 
Deſtruction. | 

VII. e ens your Auen and Weber 
Piece are attacked at the ſame Time, and that 
by removing your Queen you muſt loſe your 
Piece : in this Caſe, if you can get two Pieces 
in Exchange for your Queen, I would adviſe 
you rather to do it than retire; for abſerve; tis 
che Difference of three Pieces, which is, more 
than the Worth of a Queen; beſides that you 
keep your Game entite, and preſerye your Si- 
tuation, which very often is better than a 
Piece; nay, rather than retire, I would give my 


Queen for a Piece, and a Pawn or two, nay, 


almoſt for what I can get; for do but obſerve, 
amongſt good Players, this one Thing (to con- 
vince you this Advice is not bad) that wien 
the Attack and Defence is thoroughly formed, 
and every Thing prepared for the — if he 
that plays firſt is obliged by the Act of the Per- 
ſon that defends to retire, it generally ends in the 


Loſs of the Game of the attacked Side. 
VIII. Do 
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VIII. Do not aim at changing without Rea- 
= fon; tis ſo far from being right, that a good 
© Player will take this Advantage of it, that he 
3 will ſpoil your Situation, and mend his own : - 
But in thele following Caſes *tis quite right; 
when you are ſtrongeſt, eſpecially by a Piece, 
then every Time you change, your Advantage 
increaſes ; this is ſo plain it needs no Argument. 
Again, when you have played a Piece, and your. 
Adverſary oppoſes one to you, change directly, 
for it is plain he wants to remove you; prevent 
Rim, therefore, and do not loſe the Nome. 
"TM. Every now and then I would have you 
caſt up your Game, and make the Balance, then 
take your Meaſures accordingly. | 

X. At the latter End of the Gate eſpecially, 
remember your King is.a capital Piece, and do 
not let him be idle; 'tis by his Means, gene- 
rally, you get the Move and the Victory. | 

XI. Obſerve this alſo, that as the Queen,, | 
Rook, and Bifhop operate at a Diſtance, *tis 
not always neceſſary in your Attack to have 
them near —_ Adverſary s King; they do 
better at a Diſtance, can't be drove away, and 
prevent a Stale-Mate. 

XII. When you have a piece that you can 
take, and that can't eſcape you, do not be in a 
Hurry; ſee where you can make a good Move 
elſewhere, and take it at your Leiſure. 

XIII. Tis not always right to take your Ad- 
verſary's Pawn with yu King, for very often 
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It happens to be a Safeguard and Protection to 


your Kin 


: 


ferent Pieces, do not do it with the firſt that oc- 


_ Euxs, but conſider thoroughly with which you 
add beſt take it. Ty 


„ Lv of CHESS. 
I. JF you touch your Man you muſt play it, 


and if you quit it you cannot recall it. 


II. If by Miſtake, or otherwiſe, you play a 
o- 


falſe Move, and your Adverſary takes no 


tice of it till he hath played his next Move, nei- 
ru can recall it. 


III. If you miſplace your Men, and play two 
Moves, it lieth in your Adverſary's Power, or 
Choice, 'whether he will. permit you to begin 
the Game or not. 1 3 

IV. If the Adverſary playeth or diſcovereth a 


Check to your King, and gives no Notice of it, 


you may let him ſtand ſo till he gives Notice. 
Pg After your King has moved, you cannot 
Cs a 


XIV. When you can take a Man with dif- 


1 
INTRODUCTION 
| To THE | 


GAME or BACK-GAMMON; 
With the moſt approved Method of playing at it. 


HIS Game is played by two Perſons, up- 

1 on a Table divided into two Parts, upon 
which there are twenty-four black and white 
Points. Each Adverſary has fifteen Men, black 
and white, to diſtinguiſh them, and are difpoſed 
of thus: Suppoſing you play into the Right- 
hand Table, two upon the Ace-Point in your 
Adverſary's Table, five upon the Six-Point in 
the oppoſite Table, three upon the Cinque- 
Point in the hithermoſt Table, and five on the 
Six - Point in your own Table, the grand Object 
is to bring the Men round in your own Table; 
all T hrows that contribute towards it, and pre- 


25 vent your Adverſary doing the like, are advan- 


tageous, and vice verſa, The firſt beſt "Throw 
upon the Dice is eſteemed Aces, as it tops the 
Six-Point in the outer Table, and ſecures the 
Cinque in your own, whereby your Adverſary's 
two Men npon your Ace- Point cannot get out 
with either Quatre, Cinque, or Six. Wherefore 
this Throw is an Advantage frequently afked 


and given between Players that are not equally 


ſkilful, 
| a3 TREATISE 


2 * * ee. + 2 2 
* q — 4 XA n 8 
SER. ; — 0 
. * k 
* 5 TTY _ . 2 a 0 
pt try DT OE. RR r 1 > 
” * mug no» * Fa Ms 14 * 2 2 
0 : 9 r e 185 8 N 2 
. 3 Wo M ** 7 £95 5 
" . 3 Nos ares 
* * 2 * 3 
: p — f 8 . — 
m * Þ 


? 

y R 
: 1 
5 % 
| 

' 
5 5 


> at "I 
n — 2 * l * [1 
4 ; I 
- | - : - 1 
oh . 


— 


> 
- 9 he 2 2 
r ings ation 


a r . P 
5 4s 8 a o * . VN „. puns 
—— aars VIVAL CHRIS IF calle, 
FI" 1 


174 The Ganz of BACK-GAMMON. 


TREATISE or BACK-GAMMON. 
By Mr. HOYLE. 


BECAUSE it is neceſſary for a Learner 
to know. how many Points he ought to 
throw upon the Two Dice, one Throw with 
another, we ſhall take the following Method 
to demonſtrate it. 
EXAMPLE. I would know how many Chances 


there are upon two Dice ? 
The Anſwer is Thirty-ſix. 


I would alſo know how many Points there F 


are upon the Thirty-ſix Chances? 
The Anſwer to which take as follows: Vis. 


2 Aces = 465 and 4 twice 18 ; 
2 Deuces — B8]5 and 3 twice 16 
2 Trois — 125 and 2 twice 14 
2 Fours — 16|5 and 1 twice 12 
2 Fives — 20|4 and 3 twice 14 
2 Sixes — 24| 4 and 2 twice 12 
6 and 5 twice 22| 4 and I twice 10 
6 and 4 twice 20| 3 and 2 twice 10 
G6 and 3 twice 18| 3 and 1 twice 8 
6 and 2 twice 16 2 and 1 twice © | 
6 and 1 twice 14 | m-_ Pam. 


Divided by 36 1550 51 8 


T7 


294 divided by 36, ſolves the Queſtion; by which | 1 
it appears, that one Throw with another you 3 


may expect to throw 8 upon two Dice. 
I would | 
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I would know bomann Chances there are 


upon Dice! 50 8 
The Anſwer is 365 hich are as bank 


2 Sixes — 1 5 and 4 twice 2 
4 11 2/Fives Te Be 5 and 3 twice 2 
2 Fours — 1 5 aud 2 twice 2 
ö WA — *. 5 and. I twice 2 
2 Deuces — 1 4 and 3 twice : 

= 2 Aces — = and 2 twice 


1 —4 and 1 twice Fo 
3 and 2 twice 2 
$4 ©: and x twice 2 
6 and 2 twice zq * 2 and I twice 12 
* 6 and 1 twice | „ 
12. ian HT CT 
Beende A N m be at a Lofs to find 
out by this Table of 36 Busen what are the 
Odds of being hit, oh a certain, or flat Die, 
let him take the following Method. 
ExAurIE. To know the Odds of being hit 
upon an Ace? 
Look in the Table, where you will find thus 
* marked, 
5% A — 1 * 3 and 1 twice 2 
* 6 and x twice 2 | * 4 and 1 twice 4 
* 5 and 1 twice 2 | * 2 and 1 twice 2 


6 and 5 twice 
6 and 4 twice 
6 and 3 twice 


N SET 


FR 2 


| Total 11 

2 | Which deducted "4 8 26 
T he Remainder, is 25 

14 By 


e 
mY 


n 87 * 2 . — "uu 4 4 " 2 
w * 3 
—_— — —  — —— — — CES ana. hl wrt e 
* 0 ** p — — 
y i ” e * R WA 
R — 


— — er 


— 


bat 
” „ * 7 . F 0 b Ne. 6 85 2 F £ - _ * 
— amor ar _ 8 * - 2 " 4 A A 2 5 9 Per 2 ard X TE” 
a — 4 \ 5 , c 

— 4 ” f N mg = — ** fi 4 5 45 the. 2 1 

_ , 2 nn 8 . . * e 46s < — — SO 2 F664 . * 
= * ** a * T* 9 * 

* 8 1 P — . A 8 4 Ck? 1 N 
—_— "— oY 8 o — a * a 
—— — ³˙¹Ä ü ET os — 2008 r V —ů— a > n a — . * 
0 * — 
” 
4 * 


& © 


176 The Game of BACK-GAMMON. 
By this Method it appears, that it is:25-to 11 


Againſthitting an Ace, upon acertain, orflat Die. 


The like Method may be taken with any other 
flat Die, as you have ſeen with the Ace. 
I would know what are the Odds of entering 

a Man upon 1, 2, 3, 4, or 5 Points? + 
9x nfwer. | Reduced. 
fer. again. 
4a $0* 9 
83 4 


er. ageinſh. 
upon 1 Point is 11 to 25 
upon 2 Points 20 16 
upon 3 Points 27 97 I 
upon 4 Points 32 4 I 
upon 5 Points 35 1 I 

5 

f 


* 


To enter j 


-I Would know what are the Odds of hitting 
with any Chance, in the Reach of a ſingle Die 
Anſwer. 
Her. again. 
upon 1 is 11 to 25 
upon 2 12 24 


upon 4 
upon 5 
upon 6 


To hi 


4 

| = 

upon 3 14 224.3 
8 


17 


21 


. 


19 


7. 
82 92 


I would know what are the Odds of hitting 
with double Dice? which are as follows: 

Anſwer. 1 Reduced. 

| 3 For. agaisſt. for. again. 


upon 
upon 
upon 
upon 
upon 


To bit 


upon 7 


is 6 to 30 
8 6-0 
9 8 0* 

1 3 

11 5 

12 (or26's)t 36 


or about 


58 
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To explain farther to a Learner how to make 
uſe of the Table of 36 Chances, when at a Loſs 
to find the Odds of being hit upon any certain 
or flat Die, this ſecond Example is here added 
to ſhew how to find by that Table the Odds of 
being hit upon a 6. | 
2 Sixes — 1 6 and 3 twice 
2 Trois — 1 6 and 2 twice 
2 Deuces — x | 6 and 1 twice 
6 and 5 twice 2 [5 and 1 twice 
6 and 4 twice 2 | 4 and 2 twice 


Which deduQed from 


|S[I] ppLvyp 


1 Remainder is — 19 
By the foregoing Example it is evident, that 
it is 19 to 17 againſt being hit upon a 6. 
The Odds of 2 Love is about 5 to 2 
and of „ Oh 
and of 1 Love 4.3 


| IF you play three up at Back-gammon, your 
* principal View, in the firſt Place, is, either 
to ſecure your own or your Adverfary's Cinque- 
Point; when that is effected, you may play a 
puſhing Game, and endeavour to gammon your 
Adverſary. 2 8 
II. The next beſt Point (after you have 
gained your Cinque-Point) is to make your 
5 Barr- 
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* 
* 


Barr-Point, thereby preventing your Adverſa- 
ry's running with 2 Sixes. | | 
III. After you have proceeded thus far, you 


are, in the next Place, to prefer the making your 


Quatre-Point in your own Tables, rather than 
the Quatre- Point out of them. 

IV. Having gained theſe Points, you have a 
fair Chance to gammon your Adverſary, if he 
is very forward : For, ſuppoſe his Tables are 


broke at home, it will be then your Intereſt to 
open your Barr-Point, and to oblige him to 
come out of your Tables with a Six; and hav- 


ing your Men ſpread, you not only may catch 


that Man which your Adverſary brings out of 


your Tables, but you will alſo have a Probabi- 


lity of taking up the Man left in your Tables 


(upon Suppofition that he had two Men there). 


And ſuppoſe he ſhould have a Blot at home, it 
will then be your Intereſt not to make up your 


Tables; becauſe, if he ſhould enter upon a 
Blot, which you are to make for the Purpoſe, 
vou will have a Probability of getting a third 
Man; which, if accompliſhed, will give you, 
at leaſt, 4 to 1 of the Gammon; whereas, 
if you have only two of his Men up, the 
354 is in his Favour that you do not gammon 
im. . 
V. If you play for a Hit only, 1 or 2 Men 
taken up of your Adverſary's, makes it ſurer 


than a greater Number, provided that your 


Tables are made up. 


VI. Dr- 


Ihr 2 3 8 * ON 


C : OF 
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VI. DiREcCTIONs how to carry your Men home. 
When you carry your Men home, in order to 
loſe no Point, you are to carry the moſt diſtant 
Man to your Adverſary's Barr-Point, that be- 
ing the firſt Stage you are to place it on; the 
next Stage is 6 Points farther, viz. in the Place 
where your Adverſary's five Men are firſt placed 
out of his Tables; the next Stage is upon the 
ſixth Point in your Tables. This Method is 
to be purſued till your Men are brought home, 
except 2, when'by lofing a Point, you may often 
ſave your Gammon, by putting it in the Power 
of 2 Fives: or 2 Fours to ſave it. e 
VII. If you play to win a Hit only, you are. 
to endeavour to gain either your own or your 
Adverſary's Cinque-Point; and if that fails, by 
your being hit by your Adverſary, and you 
find that he is forwarder than you, in that Caſe 
ou muſt throw more Men into his Tables. 
he Manner of doing it is thus: Put a Man 
upon your Cinque or Barr-Point, and if your 


 Adverſary neglects to hit it, you may then gain 


a forward Game inſtead of a back Game; but 
if he hits you, you muſt play for a back Game, 
and then the greater Number of Men which 


aare taken up, makes your Game the better, 


becauſe you will, by that Means, preſerve 
your Game at home; and you muſt then al- 
ways endeavour to gain both your Adverſary's 
Ace and Trois Points, or his Ace and Deuce 


Points, and take Care to keep 3 Men upon his 


Ace Point, that if you chance to hit him from 
| . 


play to a great Diſadvantage, running the Riſque 2 


ſary's Barr-Point, and * own Barr-Point, 


Point in your own Tables, for a Gammon only. 
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thence, that Point may remain ſtill ſecure to 
you. CCC 

VIII. At the Beginning of a Set do not play 
for a back Game, becauſe by ſo doing you would 


of a Gammon to win a ſingle Hit. 3 
Dix ge rIoNS for playing, at ſetting out the 36 
Chances of the Dice, when you are to play for 


@ Gammin, or for a. ſingle Hit. 


. 1 O Aces, to be played on your Cinque- 
Point, and Barr-Point, for a Gammon or 


2 
8 
13 
* „ 
Rae 
N pa 
Wd 
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II. Two Sixes, to be played on your Adver- | 


for a Gammon, or for a Hit. 
ITT. *,T'wo Trois, two to be played on your 
Cinque-Point, and the other two on your Trois- 


IV. + Two Deuces, to be played on your 
Quatre-Point in your own Tables, and two to 
be brought over from the five Men placed in your 
Adverſary's Tables, for a Gammon only. 5 

V. Two Fours, to be brought over from 
the five Men placed in your Adverſary's Ta- 


bles, and to be put upon the Cinque-Point in 5 


your own Tables, for a Gammon only. 

VI. Two Fives, to be brought over from te 
five Men placed in your Adverſary's Tables, and 
to be put upon the Trois-Point in your own 
Tables, for a Gammon, or for a Hit. 
FE ; VII, Sizes 


QA fo < 


for a Gammon, or for a Hit. 
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VII. Size-Ace, you are to take your Barr- 


Point, for a Gammon, or for a Hit. 
VIII. Size-Deuce, a Man to be brought from 


the five Men placed in your Adverſary's Tables, 


and to be placed on the Cinque-Point in your 
own Tables, for a Gammon, or for a Hit. 
IX. Six and Three, a Man to be brought 


from your Adverſary's Ace-Point, as far as he 


will go, for a Gammon, or for a Hit. 3 
X. Six and Four, a Man to be brought from 
your Adverſary's Ace-Point, as far as he will 
go, for a Gammon, or fora Hit. 
XI. Six and Five, a Man to be carried from 
your Adverſary's Ace-Point, as far as he can 


go, for a Gammon, or for a Hit. 


XII. Cinque and Quatre, a Man to be car- 
ried from your Adverſary's Ace-Point, as far 
as he can go, for a Gammon, or for a Hit. 


XIII. Cinque-Trois, to make the Trois-Point 


in your Table, for a Gammon, or for a Hit. 
XIV, Cinque-Deuce, to play two Men from 
the five placed in your Adverſary's Fables, for 
a Gammon, or for a Hit. 8 Bo 
XV. * Cinque-Ace, to bring one Man from 
the five placed in your Adverſary's Tables for 
the „ and to play one Man down on the 
Cinque - Point in your own Fables for the Ace, 


for a Gammon only. | 


XVI. Quatre- Trois, two Men to be brought 
from the five placed in your Adverſary's Tables, 


XVII. ales 
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XVII. Quatre-Deuce, to make the Quatre- 
Point in your own Tables, for a Gammon, or 
for a Hit. | | „„ 
XVIII. + Quatre-Ace, to play a Man from ; 
the five placed in your Adverſary's Tables for g 
the Quatre, and for the Ace to play a Man 
down upon the Cinque-Point in your own 
Tables, for a Gammon only. | 
XIX. Trois-Deuce, two Men to be brought 
from the five placed in your Adverſary's Tables, 
for a Gammon only. 5 

XX. Trois-Ace, to make the Cinque-Point in 
your own Tables, for a Gammon, or for a Hit. 
XXI. Deuce-Ace, to play one Man from 
the five Men placed in your Adverſary's Tables 
for the Deuce; and for the Ace, to play a Man 
down upon the Cinque-Point in your own 
Tables, for a Gammon only. 


Dix EC TIONS how to play the Chances that are 
marked thus (*] when you are only to play for 


a Hit. 

63! & WO Trois, two of them are to be played 
| on your Cinque-Point in your own 
Tables, and with the other two you are to take 
the Quatre-Point in your Adverſary's Tables. 

II. 4 Two Deuces, two of them are to be 
played on your Quatre-Point in your own 
Tables, and with the other two you are to take 
the Trois-Point in your Adverſary's Tables. 
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14 The two foregoing Caſes are to be played in 
1 this Manner, for this Reaſon, viz. that there- 
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by you avoid being ſhut up in your Adverſary's 
Tables, and have the Chance of throwing high 
Doublets, to win the Hit, | 
TH. * Two Fours, two of them are to take 
our Adverſary's Cinque-Point in his Tables; 
and for the other two, two Men are to be brought 
from the five placed in your Adverſary's Tables. 
IV. * 1. Cinque-Ace, play the Cinque from 
the five Men placed in your Adverſary's Tables, 
and play the Ace from your Adverſary's Ace- 
Point. 
V. * 2. Quatre-Ace, play the Quatre from 
the five Men placed in your Adverſary's Tables, 
and play the Ace from the Men on your Adver- 
ſary's Ace- Point. "| 
VI. * 2. Deuce-Ace, play the Deuce from 
the five Men placed in your Adverſary's Tables, 
and play the Ace from your Adverſary's Ace- 
Point. | : 
Ni. B. The three laſt Chances are played in 
this Manner, for the following Reaſon : By 
laying an Ace down in your Adverſary's Tables, 
a have a Probability of throwing Deuce-Ace, 
rois-Deuce, Quatre-Trois, or Size-Cinque, 
in two or three Throws; in any of which Caſes 
you are to take a Point, which gives you vaſtly 
the better of the Hit. | 
You may obſerve, by the Directions given in 
this Chapter, that you are to play ꝙ Chances out 
of the 36 in a different Manner, for a ſingle Hit, 
to what you would do when playing for a Gam- 
mon, 
Some 
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Some OksxRvATIOxS, HinTs, and CAUTIONS. 


J. BY the Directions given to play for a Gam- 
mon, you are voluntarily to make ſome 
Blots, the Odds being in your Favour, that they 
are not hit; but ſhould it fo happen, that any | 
Blot is hit, as in this Cafe you will have three 
Men in your Adverfary's Tables, vou muſt then 
eendeavour to fecure your Adverfary's Cinque, 
Quatre, or Trois-Point, to prevent a Gammon, 
and muſt be very cautious how you ſuffer your 
Adverſary to take up a fourth Man. <th 
IT. Take Care not to crowd your Game at 
any Time, if poſſible, What is meant by crowd- 
ing a Game, is the putting many Men either 
upon your 'Frois or Deuce-Point in your own 
Fables; which is, in Effect, loſing of thoſe 
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Mien by not having them in Play. 
Beſides, by crowding your Game, to attempt 
to ſave a Gammon, you are often gammoned; 
becaufe, when your Adverſary finds your Game 
open, by being crowded in your own Tables, 
he may then = his Game as he thinks fit. 

IH. By Recourſe had to the Calculations, 
you may know what are the Odds of your en- 
| tering a ſingle Man upon any certain Number 
of Points, and by that Means you may play 
your Game accordingly. 1 
IV. If you are obliged to leave a Blot, by 
Recourſe had to the Calculations for hitting it, 
you will find the Chances for and againſt you 3 

| | an 
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and conſequently you will be enabled to judge 
how to play your Game to the greateſt Ad- 
vantage. ; ry 

V. You will alſo find by the Calculations, 
the Odds for and againſt you, upon being hit 
by double Dice, and conſequently you will 


have it your Power to chooſe ſuch a Method 


Play as is moſt to your Advantage. . 
VI. If it is neceſſary to make a Run, in order 
to win a Hit, and you would know to a Point 
which is forwardeſt, yqur Adverſary or you, 
take the following Method. 5 | 
| Begin with reckoning how many Points you 
muſt have to bring home to your Size-Point 


in your own Tables the. Man that is at the 


greateſt Diſtance from it, and do the like by 
every other Man that is abroad; when the 
Numbers of thofe Abſentees are ſummed up, 
add to them the following Numbers for thoſe 


already in your own Tables (ſuppoſing the 


Men that were abroad as on your Size-Point 
for bearing) namely, ſix for every Man on the 


Size-Point, five for every Man on the Cinque- 


Point, four for every Man on the Quatre- 
Point, three for every Man on the Trois-Point, 
two for every Man on the Deuce-Point, and 
one for every Man on your Ace-Point. Do 


the like to your Adverſary's Game, and then 


you will know which of you is forwardeſt, and 


likelieft to win the Hit. 
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24 a 


. and Heuer 
4 Learner that has made ſome Progreſs at Backs 
Gammon; nnn for BEAR= 


: IN G his en. 


I. IF your. Adverſary i is greatly before you, ne- 

ver play a Man from your Quatre, Trois, 
or Deuce Points, in order to bear that Man 
from the Point where you put it, becauſe that 
nothing but high Doublets can give you any 
Chance for the Hit: Therefore, inſtead of play- 
ing an Ace or a Deuce from any of the afore- 
ſaid Points, always play them from. your Size 
or higheſt Point; by which Means you will 
find, that throwing two Fives, or two Fours, 
will, upon having eaſed your Size and Cinque 
Points, be of great Advantage to you : Where- 
as, had your Size-Point remained loaded, you 
muſt, perhaps, be obliged to play at length thoſe 
Fives and Fours. 

IT. Whenever you have taken up two of your 
Adverſary's Men, and that you happen to have 
two, three, or more Points made in your own 
Tables, never fail ſpreading your Men, in order 
either to take a new Point in your Tables, or 


to be ready to hit the Man your Adverſary may 
happen to enter. As ſoon as he enters one of 


his Men, you are to compare his Game with 
yours; and if you find your Game equal to 
his, or better, never fail taking his Man up if 


you Fans becauſe it is 25 to 11 againſt his hit- 
| ting 
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ting you; which Chance .being ſo much, in 


your Favour, you ought always to run that 


Riſque, when you have already two of his Men 


up. 5 | 
There is this Exception to this Rule, that if 
you play for a ſingle Hit only, and that your 


playing that Throw otherwiſe gives you a bet- 


ter Chance for the Hit, you ought not to take 
up that Man. 


III. Never be deterred from taking up any 
one Man of your Adverſary's, by the Appre- 


henſion of his hitting you with double Dice, 
becauſe the faireſt Probability your Adverſary 
has of hitting you, is 5 to I againſt him. | 


IV. If you thould happen to have five Points 


in your Tables, and to have taken up one of 
your Adverſary's Men, and are obliged to leave 
a Blot out of your Tables, take Care, if it is 


in your Power, rather to leave it upon Dou- 


blets, than any other Chance, becauſe Doublets 
are 35 to 1 againſt his hitting you, and any 
other Chance is but 17 to 1 againſt him. 


V. Two of your Adverſary's Men in your 
Tables are better, for a Hit, than any greater 
Number, provided your Game is forwardeſt; 
becauſe his having three or more Men in your 


Tables, gives him more Chances to hit you, 


than if he had only two Men in them. 

VI. If you are to leave a Blot upon your en- 
tering of a Man upon your Adverſary's Tables, 
or otherwiſe, and have it in your Choice to 


leave it upon what Point you pleaſe, always 


chu e 
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chuſe that which is the moſt diſadvantageous to 
| him, To illuſtrate this by an Example, let us 
ſuppoſe it is his Intereſt to hit you or take you 
up as ſoon as you enter, in that Caſe you are to 
leave the Blot upon his loweſt Point; that is to 
fay, upon his Deuce- Point, rather than upon 
his Trois-Point, or upon his Trois Point pre- 
ferably to his Quatre- Point, or upon his Quatre- 


(as has been mentioned before) all the Men 
yok Adverſary plays upon his Trois or his 

uce-Points are deemed as loſt, being in a 
great Meaſure out of Play, thoſe Men not 
having it in their Power to make his Cinque- 
Point, and conſequently his Game will be 
crowded there and open elfewhere, whereby you 


will be able alfo much to annoy him. : 
VII. To prevent your Adverſary from bear- 
ing bis Men to the greateſt Advantage, when 
= are running to fave your Gammon ; -as for 
nftance, ſuppofe you ſhould have two Men 


abroad, tho' you ſhould loſe one Point or two 
in putting your Men into your Tables, yet it 
is your Intereſt to leave a Man upon your Ad- 
verſary's Ace-Point; which will have this Con- 
ſequence, that it will prevent his bearing his 
Men to his greateſt Advantage, and will alfo 
give you the Chance of his making a Blot, 
which you may chance to hit. But if, upon a 
Calculation, you find that you have a Throw, 
or a Probability of ſaving your Gammon, ne- 
rok ö | ver 


Point preferably to his Cinque-Point; becauſe 


upon his Ace-Point, and ſeveral other Men 


" R — * 
AR, 


1 
The 


Wage res 
0 


V. Ganz of BACK-GAMMON: 183 


ver wait for a Blot, becauſe the Duden are great- 
ly againſt ak it. A Es 5 


cls ty Wi of Example 10 Ger lüb 


to calculate the 0445 . AY or winning a 
Gammon. : 


x L QUPPOSE. y your Tables! are made up, and 


that you have taken up one of your Ad- 
verſary's Men; and ſuppoſe your Adverſary has 


ſo many Men abroad as require three Throws 


to put them in his Tables: 


Que y. Whether you have the better of a 
Gammon or not? 


Anſwer. It is about an equal Wager that you 


gammon him. 


Becauſe, in all Probability, you will have 
bore two Men- before you open your Tables, 
and when you bear the third Man, you will be 
obliged to open your Size or Cinque Pojnt; in 
that Caſe it is probable, that your Adverſary 


= muſt take two Throws before he enters. his. 
Man in your Tables, and two Throws more 


before he puts that Man into his, own Tables, 
and three Throws more to put into his .own 
Tables the Men which he has abroad, which 


in all make ſeven Throws: And as you have 
twelve Men to bear, theſe probably will take 


ſeven Throws .in bearing, becauſe you may 


= twice be obliged to. make an Ace, or a Deuce, 


before you can bear all your Men. — 
N. B. 


K . * 
y _— wo 4 wy 7 . a 
' _ 4 1 2 * et N nh nin © 
. * * 
N 2 * * q p N 5 K 8 4 * 
—— — — 2 — —_ . 1 
—— —— be 
. . ap * 


2 bv 
Su 2 foes W 
— LEES 
4 


190 Th Gam of BACK-GAMMON. | 


N. B. No Mention is made of Doublets of 
either Side, that Event being equal tô each Party. 


The foregoing Caſe being duly attended to, 
ſhews it is in. your Power to calculate very, 
nearly the Odds of ſaving or Winning a Gam- 


mon upon moſt Occaſions, 
II. Suppoſe I have three Men upon my Ad- 


yerfary's Ace-Point, and five Points in my 


Tables, and that my Adverſary has all his Men 


in his Tables, three upon each of his ye higheſt 


Points: 8 


Ae. Whether the Probabilicy is for his, 


- 


gammoning, me, or not! 4 


Anſwer. F | | Ps | Points. 


For his bearing 3 Men from his 6 Poles 18 
| from his 5 Point,— 15 


vv 77 00008 his 2 ae | 6 
fiiie 2 * 1 
. Total bo 


To 1 bring my 3 Men the my Adver- 
ſary's Ace- Point, to my Size- Point 

in my Tables, being for each 18 
Points, make in all! — — — 54 


The Remainder i is #4 


* as, beſides the ſix Points in your Favour, 


there is a further Conſideration to be added for 
you, which is, that your Adverſary may make 


one 


from his 4. Point, — 12 
from his 3 Point, — 8 


A 


Nei. 
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ene or two Blots in bearing, as is frequently 
the Caſe; you ſee by this Calculation, that 
you have greatly the better of the een, 
of ſaving your Gammon. |. .. - 

VM. B. This Caſe is ar upon an Equa- p 
lity of throwinge,, 1 

III. Suppoſe 27 NNN two Blots, either of. 
T which cannot be hit but by two double Dice: 
to hit the one, that Caſt muſt be eight, and to- 
hit the other it muſt be nine; by which Means 
my Adverſary b has only one Die to hit either of 
them: 

Query. What” are the Odds of his hitting 


LI 


either of theſe Blots ? 1 
= Anſwer. The Chances on two Inks are in 
; wh woes i E * - 4 3 4 Fg 2 W 
— 18 24 6 and 2 twice, | 1 2 
The Chances } 5 and. 3 twice, — 2 
do hit 8 are, 2 Deuces, — 1 
= — Rs 74 J , 7 2 Fours, 8 . = 1 
T and + twice — 
75 T he Chances 15 waer rd 9975 : 
re 4 — 
= - do hit are, e 
= DT "3 a2 Trois, 50 Tor if id. 


Total Chances for [3 65 — 11 
Remain 9 for not hitting. — 25 
| So that it is 25 to. 11 chat he will not hit 

either of thoſe Blots. | 
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IV. To give another Example, let us ſup- 
poſe that I leave two other Blots than the for- 


mer, which cannot be hit but by double Dice, 


the one muſt be hit 1988 ep wow the 1 0 by 


mien: 8 


Query. What: are * Odas off my Adverſary 8 
hitting either of theſe Blots? 


0 e a 
The Chances on \ two ice are in MPa, — 


3 5 
HATES 


v2 61 3 ; 1 N : 
6 and 2 twice, — 
The A» and 3 twice, r 
to hit 8 are, ] two Fours, —_— 
| | „te Deuces, 
© The — 6 and 1 x twice, —_ 
5 and 2 twice, — 
to hit wy are, 
(04 and 3 twice, —— 
Total Chanees for hitting, | e 12 


L Remain Chances for not hiring, 


2 Therefore it is two to one that I am not hit. 

The like Method is to be taken with three, 
four, or five Blots upon double Dice; or with 
Blots made upon double and ſingle Dice at the 
ſame Time; you are then only to find out (by 
the Table of 36 Chances) how many there are 
to hit any of thoſe Blots, and add all together 
in one Sum, which ſubtract from the Number 


30, which is the Whole of the Chances upon 


5 . two 


* * 


, Üé ͤüv... OR an. EP, —ꝙés̃⏑ LE. oe i bo EY EAS . at 4 


The GAME of BACK-GAMMON. 193 
two Dice: So doing reſolves any Queſtion re- 
quired. be | 

V. The following Caſes are to ſhew a Way of 
calculating, which may be called a mechanical 
Way of ſolving of Queſtions of the like Nature. 

] would know what are the Odds of throw- 
ing 7 twice, before 10 once ? 

Anſwer. It is 5 to 4 that 10 is thrown once 
before 7 is thrown twice, which is demonſtrated 
as follows : | 

Suppoſe the Stake depending 1s nine Pounds, 
my firſt Throw entitles me to have one third 
Part of that Money, becauſe 7 has fix Chances 
for it, and 10 has but three Chances, and there- 
fore it is two to one. | N 

„„ „ 


For the firſt Throw, — — 3 o o 


Having taken 3 /. out of the 91. for 
the firſt Throw, the Remainder is 

6 l. out of which a Third Part is to 
be taken for the ſecond Throw 2 


— — 


O 
The I otal is, 5 © 
Remains, 4 © 


The whole Stake is, 9 O 


VI. I would know what are the Odds of 
entering a Man upon any certain Point in two 
Throws ? 

Anſwer. Suppoſe 36 Shillings is the whole 
Stake depending, I would know what is my 
Share of that Stake, having laid 18 Shillings 


O10 010 


that I center in two Throws ? By the Calcula- 
K 
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tions in the Table of 36 Chances, it is found 
that I have 11 Chances out of the 36 for enter- 
ing the firſt Throw, for which therefore I am 
entitled to 11 out of the 36 Shillings. 
4. d. 

The Stake is, 36 © 

For the firſt Throw, — 11 O 


Remains, — 25 0 


— 


The Remainder, being 25 Shillings, 
is to be divided into 36 equal Parts, 
of which [ am entitled to eleven of 
thoſe Parts, which makes 75. 7 d. 2 


for the ſecond Throw, — — 7 72 
Adding this to the other 11 Shillings, 
makes my Share of the Stake to be, 18 7 £ 


Then my Adverſary's Share will be, 17 4 2 


Total of the Stake, 36 © 


Therefore it is very nearly 15 to 14 in Fa- 
vour of entering a Man upon any certain Point 
in two Throws. 


Critical : | 
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Critical Caſe for a Bark. Ge 


£ LE T us ſuppoſe 4 plays the Fore-game, 
and that all his Men are placed in the 
uſual Manner : | 
For B's Game let us ſuppoſe, that 14 of his 
Men are placed upon his Adverſary's Ace-Point, 
and 1 Man upon his Adverſary's Deuce-Point, 
and that B is to throw: | 

Query. Which Game is likelieſt to win the 
Hit ? Ho. 
An ſioer. A's is the beſt by Gold to Silver, or 
21 for, to 20 againſt; becauſe, if 'B miſſes an 
Ace to take his Adverſary's Deuce-Point, 
which is 25 to 11 againſt him, A is, in that 
- Caſe, to take up B's Men in his Tables, either 
ingly, or to make Points; and if B ſecures ei- 
ther 4's Deuce or T rois-Point, in that Caſe, 4 
is to lay as many Men down as poſſible, in order 
to be hit, that thereby he may get a Back-game. 
When you are pretty well verſed in the Game 
of Back-Gammon, by practiſing this Back- 
game, you will become a greater Proficient in 
the Game than by any other Method, becauſe 

it clearly demonſtrates the whole Power of the 
Back-game, : e 
II. Back-game. Let us ſuppoſe A to have 
five Men placed upon his Size-Point, five Men 
upon his Quatre-Point, and five Men upon his 
Deuce-Point, all in bis own Tables: a 
K 2 And 
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And let us ſuppoſe B to have 3 Men placed 
upon 4's Ace-Point, 3 Men upon A's Trois- 
Point, and 3 Men upon 4's Cinque-Point ; let 

B alſo have 3 Men upon his Size-Point in his 
own Tables, and 3 Men placed out of his Ta— 
bles, in the uſual Manner : | 
Query. Who has the better of the Hit ? 
Anſwer. It is an equal Game ; but, to play 
it critically, the Difficulty lies upon B, who 
is in the firſt Place to endeavour to gain his 
Cinque and Quatre-Points in his own Tables; 
and, when that is effected, he is to play two 
Men from As Cinque-Point, in order to oblige 
his. Adverſary to blot, by throwing an Ace, 
which, if B hits, he will have the faireſt Pro- 
bability of winning the Hit. 
III. Back-game. Suppoſe A has 3 Men upon 
B's Ace-Point, and 3 Men upon B's Deuce- 
Point, alſo 3 Men upon his Size-Point in his 
own Tables, and 3 Men upon his uſual Point 
out of his Tables, and 3 Men where his 5 Men 
are uſually placed in his Adverſary's Tables: 
And let us ſuppoſe B has his Men placed in 
the ſame Manner, both in his own and his 
Adverſary's Tables, with this Difference only, 
VIZ. inſtead of having three Men put upon 4's 
Deuce-Point, let them have three Men upon 
A's T rois-Point : | 

Query. Who has the beſt of the Hit? 

Anſwer. A; becauſe the Ace and Trois- 
Points arc not ſo good for a Hit, as the Ace 

N and 


/ 
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and Deuce-Points in your Adverſary's Tables, 
for this Reaſon; becauſe, when you are bearing 
your Men, you have the Deuce-Point in your 
own Tables to play your Men upon, which 
often prevents your making a Blot, which muſt 
happen otherwiſe to your Adverſary; and take 
Care to lay down Men to be hit as often as you 
can, in order to keep your Game backward; and, 
for the ſame Reaſon, avoid hitting any Blots 
which your Adverſary makes, 


IV. 4s a Caſe of Curioſi ty and Inſtruction. 


Let us ſuppoſe 4 has his 15 Men upon B's 
Ace-Point, B is ſuppoſed to have his Barr- 
Point, alſo his Size, Cinque, Quatre, and 
3 in his own Tables: 

. How many Throws is 4 likely to 
take to King his 15 Men into his own Tables, 
and to bear them ? 

Anſwer. You may undertake to do it in . 
venty- five Throws. 

It is Odds in 4's Favour that he throws an 
Ace in two Throws; it is alſo Odds in A's 
Favour that he throws a Six in two Throws ; 
when theſe Events happen, A has a Probability 
of not wanting above two or three Throws to. 
play till he has got ail his fifteen Men into his 
own Tables: Therefore, by a former Rule laid 
down to bring your Men home, and alſo for 
bearing your Men, you may be able to find out 
the Probability of che Number of Throws re- 
quired, Note, B ſtands ſtill, and does not play. 
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V. Another Caſe of Curiofity and Inſiruftion. 


Where A and 5 ſhall play as faſt as uſual, 
and yet B ſhall make the Hit laſt, probably, for 
many Hours.z | 

We will ſuppoſe B to have bore 13 Men, and 
that ¶ has taken up the two remaining Men. | 

And let us ſuppoſe that A has 15 Men in B's 
Tables, viz. three Men upon his Size-Point, 
three upon his Cinque-Point, three upon his 
Quatre-Point, three upon his Trois-Point, two 
upon his Deuce-Point, and one upon his Ace- 
Point, EE 5 

The Method which A is to take, is this: 
Let him bring his 15 Men home, by always 
ſecuring fix cloſe Points, till B has entered his 
two Men, and brought them upon any certain 
Point; as ſoon as B has gained that Point, 4 
muſt open an Ace, Deuce, or Trois, or all 
three; which effected, B hits one of them, and 
A, taking Care to have two or three Men in B's 
Tables, is ready to hit that Man; and alſo, he 
being aſſured of taking up the other Man, has 


it in his Power to prolong the Hit to almoſt any 


Length, provided he takes Care not to open 
ſuch Points as two Fours, two Fives, or two 
Sixes, but always to open the Ace, Deuce, or 
Trois-Points, for Þ to hit him. ; 

VI. I would know what are the Odds upon 
two Dice, for throwing two Sixes, two Fives, 
or two Fours, in three "Throws ? which, by 
mechanical Calculation, may be found thus: 


Anſwer. 
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Anſwer. Suppoſing 36 Shillings to be 
the Stake depending, the Thrower will be s. d. 
entitled to have for his firſt Throw — 3 0 
Which deducted out of 36, remains | 
3; which divided again into 36 Parts, 
make ſo many Eleven Pences, out of 
which the Thrower is to have 3 for his 
ſecond Throw — — —2 9 
The Remainder, 30 Shillings and 3 
Pence, is again to be divided into 36 
Parts; dividing the 30 Shillings ſo, make 
ſo many Ten Pences, and the 3 Pence di- 
vided into ſo many Parts, make ſo many 
Thirds of Farthings, of which the 
Thrower is to have 3 Parts for his Share | 
for his third Throw — — 62 


Total for the Thrower, 8 3 


So that it is 27 5. 8 d. à to 8 5. 3d. I againſt 
the Thrower; which, reduced into the ſmalleſt 
Number, is very nearly as 10 to 3, that two 
Sixes, two Fives, or two Fours, are not thrown 

in two Throws. 1 
VII. Back-game. Suppoſe A to have 2 Men 
upon his Size-Point in his own Tables, 3 Men 
upon his uſual Point out of his Tables, 2 Men 
upon the Point where his five Men are ufually 
placed in his Adverſary's Tables, 5 Men upon 
his Adverſary's Ace-Point, and 3 Men upon his 
Adverſary's Quatre-Point. 

e And 
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And let us ſuppoſe B to have 2 Men upon his 
Size-Point in his own Tables, 3 Men upon his 
uſual Point out of his Tables, 2 Men upon the 
Point where his 5 Men are uſually placed in his 
Adverſary's Tables, 5 Men upon his Adverſa- 
ry's Ace- Point, and 3 Men upon his Adverſary's 
Trois-Point: | | 
Ws. Who has the faireſt Chance to win 
the Hit? EN E ; 
Anfwer. A has, becauſe he is to play either 
an Ace or a Deuce, from his Adverſary's Ace- 
Point, in order to make both theſe Points as 
Occaſion offers ; and having the Quatre-Point 
in his Adverſary's Tables, he may more eaſily 
bring thoſe Men away, if he finds it neceſſary, 
and he will alſo have a reſting Place by the 
Conveniency of that Point, which at all Times 
in the Game will give him an Opportunity of 
running for the Hit, or ſtaying, if he thinks pro- 
er. Whereas B cannot ſo readily come from 
the Trois-Point in his Adverſary's Tables. 


J. Let us ſuppoſe A and B place their Men 
in the following Manner for a Hit: 
Suppoſe A to have 3 Men upon his Size- 
Point in his own Tables, 3 Men upon his uſual 
Point out of his Tables, and q Men upon his 
Adverſary's Ace, Deuce, and Trois Points, 3 
Men to be placed upon each Point ; and ſup- 
oſe B's Men to be placed in his own, and in 
his Adverſary's I ables, in the ſame Order and 
Manners 
The 
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The Reſult is, that the beſt Player ought to 
win the Hit; and the Dice are to be thrown 

for, the Situation being perfectly equal in A's 
and B's Game. . 

If A throws firſt, let him endeavour to gain 
his Adverſary's Cinque-Point ; when that is 
effected, let him lay as many Blots as poſſible, 
to tempt B to hit him; for every Time that 
hits them will be in 4's Favour, becauſe it puts 
him backward ; and let A take up none of B's 
Men for the ſame Reaſon. 

A is always to endeavour to take Care to have 
three Men upon each of his Adverſary's Ace 
and Deuce-Points ; becauſe when B makes a 
Blot, theſe Points will remain ſecure, and by 
Recourſe had to a former Caſe (Numb. V, 
p. 198.) when 4 has bore 5, 6, or more 
Men, yet A may ſecure 6 cloſe Points out of 
his Tables, in order to prevent B from get- 
ting his Man home: And by Recourſe had to 
the Calculations, he may eaſily find out (in cafe 
he makes up his Tables) who has the better of 
the Hit; and if he finds that B is forwardeſt, 
he is then to endeavour to lay ſuch Blots to be 
taken up by his Adverſary, as may give him a 
Chance for taking up another Man, in caſe B 


| ſhould happen to have a Blot at home. _ 


Thoſe who play the foregoing Game well, 
may be ranked in the firſt Claſs. 2 
II. A Caſe of Curiofity. A and B play at Back- 
Gammon ; A has bore 13 Men, and has 2 Men 
to bear upon his Deuce-Point; B has 13 Men 
K 5 5 in 
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And let us ſuppoſe B to have 2 Men upon his 
Size-Point in his own Tables, 3 Men upon his 
uſual Point out of his Tables, 2 Men upon the 

Point where his 5 Men are uſually placed in his 
Adverſary's Tables, 5 Men upon his Adverſa- 
ry's Ace-?oint, and 2 Men upon his Adverſary's 
Trois-Point : <q | 8 

Query. Who has the faireſt Chance to win 
the Hit? . 3 

Anfwer. A has, becauſe he is to play either 
an Ace or a Deuce, from his Adverſary's Ace- 
Point, in- order to make both theſe Points as 
Occaſton offers ; and having the Quatre-Point 
in his Adverſary's Tables, he may more eaſily 
bring thoſe Men away, if he finds it neceſſary, 
and he will alſo have a reſting Place by the 
Conveniency of that Point, which at all Times 
in the Game will give him an Opportunity of 
running for the Hit, or ſtaying, if he thinks pro- 
per. Whereas B cannot ſo readily come from 
the Trois-Point in his Adverſary's Tables, 


I. Let us ſuppoſe A and B place their Men 
in the following Manner for a Hit: 
Suppoſe 4 to have 3 Men upon his Size- 
Point in his own Tables, 3 Men upon his uſual 
Point out of his Tables, and g Men upon his 
Adverſary's Ace, Deuce, and Trois Points, 3 
Men to be placed upon each Point; and ſup— 
poſe B's Men to be placed in his own, and in 
his Adverſary's I ables, in the ſame Order and 

Manner. | | 
The 
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The Reſult is, that the beſt Player ought to 
win the Hit; and the Dice are to be thrown 
for, the Situation being perfectly equal in A's 
and B's Game. | 
If A throws firſt, let him endeavour to gain 
his Adverſary's Cinque-Point; when, that is 
effected, let him lay as many Blots as poſſible, 
to tempt B to hit him; for every Time that B 
hits them will be in 4's Favour, becauſe it puts 
him backward ; and let A take up none of B's 
Men for the ſame Reaſon. 7 

A is always to endeavour to take Care to have 
three Men upon each of his Adverſary's Ace 
and Deuce-Points ; becauſe when B makes a 
Blot, theſe Points will remain ſecure, and by 
Recourſe had to a former Caſe (Numb. V, 
p. 198.) when 4 has bore 5, 6, or more 
Men, yet 4 may ſecure 6 cloſe Points out of 
his Tables, in order to prevent B from get- 
ting his Man home : And by Recourſe had to 
the Calculations, he may eaſily find out (in caſe 
he makes up his Tables) who has the better of 
the Hit; and if he finds that B is forwardeſt, 
he is then to endeavour to lay ſuch Blots to be 
taken up by his Adverſary, as may give him a 
Chance for taking up another Man, in cafe B 
ſhould happen to have a Blot at home. 

Thoſe who play the foregoing Game well, 
may be ranked in the firſt Claſs. 4 

II. A Caſe of Curiofity. A and B play at Back- 
Gammon ; A has bore 13 Men, and has 2 Men 


to bear upon his Deuce Point; B has 13 Men 
| K 5 in 
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in his own Tables, with two Men to enter. B 
is to throw, and to name the Throws both for |} 
himſelf and A, but not to hit a Blot of either | 
Side. 
Query. What Throw is B to name for both 
Parties, in order to fave his Gammon ? 
Anſwer. B calls for himſelf 2 Aces, which 
enters his 2 Men upon 's Ace-Point. B alſo 
calls 2 Aces for 4, and conſequently A cannot 
either bear a Man, nor play one; then B calls 
for 2 Sixes for himſelf, and carries one Man 
home upon his Size-Point in his own Tables, 
and the other he places upon his Adverſary's 
Barr-Point: B alſo calls Size-Ace for A, fo 
that 4 has one Man left to bear, and then B 
calls for himſelf either 2 Sixes, 2 Fives, or 2 
Fours, any of which bear a Man, in cafe he 
has Men in his Tables upon thoſe Points, and 
to ſave his Gammon. EO. 
III. The following Queſtion is to be attend- 
ed to, as being critical and inſtructive. 
Suppoſe that both yours and your Adverſary's 
Tables are made up. I 
Alſo that you have 1 Man to carry home, but 
that he has two Men on your Barr-Point to car- 
ry home, which lie in wait to catch your Man, 
and that if you paſs him you are to win the Hit: 
Suppoſe alſo that you have it in your Choice to 
run the Riſque of being hit, by 7, or by 8, both 
of which are Chances upon double Dice : 
Query. Which of theſe Chances is it beſt for 


you to venture: 1 
Anſwer. 
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Anfwer, That of 7, for the following Rea- 
ſons : Firſt, becauſe that the Chances of being 
hit by 7, or by 8, are equal. 

Secondly, If he does not hit 7, you will then 
have in your Favour 23 Chances to 13, that by 

our next Throw you either hit him or paſs be- 
yond him. i 

Thirdly, In caſe your ſecond Throw ſhould 
happen to be under 7, and that conſequently 
you cannot hit him, yet you may play that Caſt 
at home, and conſequently leave the Blot upon 
double Dice. 1 ä 

Whereas if, on the contrary, you had made 
Choice of leaving. the Blot upon 8, you would 
have made a bad Choice, for the Reaſons fol- 
lowing. > 49 

Firſt, Becauſe the Chances of being hit by 7, 
or by 8, are only equal. | 

Secondly, Becauſe, if you ſhould eſcape the 
being hit by 8, yet you would then have but 17 
Chances in your Favour, aginſt 19 for either 
hitting him, or paſſing beyond him by your 
next Throw. | | © 
Thirdly, In caſe your ſecond Throw ſhould 
happen to be Size-Ace, which is ſhort of him, 
you would then be obliged to play the Man that 
is out of your Fables, not being able to play 
the Six at home, and conſequently to leave a 
Blot to be hit by a ſingle (or flat) Pie ; which 
Event, upon Suppoſition that you play for 18 
Shillings a Game, would entitle him to 11 Shil- 
lings of the whole Stake depending. ; 

l The 
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1/2, IJ you take a Man from any Point, that 
Man muſt be played; the ſame muſt be 
done if two Men are taken from it. 

24. You are not underſtood to have played 
any Man, till you have placed him upon a Point, 
and quitted him. 2 

3d. If you play with 14 Men only, there is 
no Penalty attending it, becauſe by playing 
with a leſſer Number than you are entitled to, 
you play to a Diſadvantage, by not having the 
additional Man to make up your Tables. 

4th. If you bear any Number of Men before 
you entered a Man taken up, and which conſe- 
quently you was obliged to enter, ſuch Men, ſo 
borne, muſt be entered again in your Adverſa- 
ry's Tables, as well as the Men taken up. 
5th. If you have miſtaken your Throw, and 
played it, and if your Adverſary has thrown, it 
is not in your or his Choice to alter it, unleſs 
both Parties agree to it, | 


. 
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Ms. PAYNE's 
GAME or DRAUGHTS. 
Containing Twenty ſelect Games; together with 


many critical Situations for Drawn Games, 
Won Games, and Fine Strokes. TOR 


4 


INTRODUCTION. " 


I. T HE Draught Table muſt be placed with 
1 an upper White Corner towards the 
Right Hand. . 4 ihak 
Il. The Table being properly placed, I num- 
ber the White Squares in order from 1 to 32. 
III. The Black Pieces are placed upon the 
firſt twelve Squares in all the following Games. 
IV. The Letters N, C, F, T, at the Head of 
each Game, ſtand for Number, Colour, From, To. 
V. For the playing of any Move required, 
the Numbers may be wrote upon the Board it- 
ſelf, near a Corner of each Square, ſo as to be 
eaſily ſeen when the Men are placed. Or a 
Table may be drawn upon Paper or Card, and 
the Squares numbered as in the following Fi- 
gure, and ſuch a Table will be a ready Guide 
to any Move directed. 
8 THE 
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GAME L 

NICI FNF TINCF T 
1B 11, 1519 B 37 B 14,18 
2 22,18 200 538 W 16,11 
3B 15, 22210 B 39 B 7,16 
AWI 25, 180 22 ¹³ 40 W 20,11 
5 B] 3, 110230 B B 18,2 
6 WI 2, 25%½ 40/00 4⁴⁰ ] 11 
71.B] 4, 8050 B B | 2327 
SWI 25,2226 W wi 84 
9B 12, 16027 B B 27,31 
IO WI 24, 2028 W W1-'.44 8 
11] B| 10, 15290 B B 31,27 
12 27,2430 SW 24,20 
13 B 16, 190310 B B 27,23 
14 237,16 32 ¹ WI 8,11 
1505 25, 79033, B B 24488 
166 24, 1534 W WI 11, 8 
17 B 9, 1435, B B 18% 
1 18, 935 W 7 loſes. 

| 


..* 12 White loſes the Game by this Move. 
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GAME III. 


F TNT ICF T 
11,159 / B | B 12,1 
22, 18 ] WI 245 
15,2210 B B 3,12 
25,1822 WI 13,9 
8,1123 B B 14,18 
29,25 24 WI 28,24 
4, 8025 B 043 B | 18,23 
25,22}20|W| 31, 2644 W 24,19 
10, 15% BF, 94505 2327 
242028] W 20,2 3146} | 19,15 
12, 1620 B 9, 1347 B 27,32 
21, 17300 23, 19488 W 15,11 
ee ee ay" 
7510031 B 13, 17400 B 32,2 
17,1332 ¹ 22,1 %% 8 5 
8,1203308 15,22|5i} B| 27,23 
28,2434 W 32, 28052 [ 5g, I 
10, 1435 BI 10, 145% B] 22,2 
23,19] 30[W{ 19,16{|xc4W drawn. 


GAME 


N CF 5 
IIVWI 22,18 
2B 11,15 
3 W 18,11 
4 B 3, 15 

5 W 21,17 

4. 
7 W 17,1 
8 B 111 
W 25,22 
10 B , 14 
IIW 29,25 
1 83 5. 9 
13 23,19 
14 B 14,17 
15 W 27,23 

166 B 17,21 
17 W 22,17 

180 BJ 11,16 
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C|F Nerf F 

W 22, 1819 WI 25, 2237 W 9, 5 

B 11, 15 20 B 7, 110380 B a2 

WI 18,11]21|W| 24, 20030 W“ 5, 1 
B 3, 1522 BI 15,2440 B 11,16 
WI 21, 17230 WI 28, 190410 WI 20, 11 

Bl 4, 824 BI 10, 1442 B 7,16 

WI 17, 130 z5[WI 17, oz WIL 1, 

B 0 26 B 20 i B 18128 
WI 25,227 WI 13, * 5. 9 
10 B 9, 14280 B 1, 104 BI 24,27 
III WI 20, 25% WI 22, 17x. drawn. 
i21Bl F, 9300 BI 24, 280 

13 J 23, 190370 17,134 

14. B 14, 17325 3, 7 
27, 2303300 13, 9 

1605 17, 21034 B 16, 190 

17 WI 22,17 35[¶WI 23,16 | 

180 B 11,1630 B | E: 
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N CF TINIC 
IIWI 22, 1710 
2B 11, 15200 B 
3 WI 25, 2221 W 
4B 3, 1122 B 
SW] 29, 2580/23 
B 913045 

| ; 

WI 7, 14% %% 
80 B 10, 1726 B 
W 21, 147 W 
10 B 4, 80280 B 
IIIWI 24, 1929 W 
12 B 15, 24300 B 
13 28,19 31 W 
141 B 11, 160320 B 
15 WI 22, 18033 
16] BI 16, 20034 B 
WI 26, 220350 W 
18 B 8, 110350 B 


7 24 Black loſes the Game by this Move. 
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AMEX 
N] CF Nef ISIC T T 
1B 11,15 B 15,244 
2 22,17,20/W 28,19 
3| B 9,1101 . 
4A, 25,22% 2 W 22,18 
s|Bl 9373123 B 13,22] 
6 23,18% 240 18, 9 
7B 6, 925 B 64,13] 
1 27,2326 NN 
9B 9,14\/27] E 375 . 
10 WI 18, 9280 18,14 
1B 5,14 29] B 10, 17 ; 
12 30, 25.30 W 217,14 
13 1. 6031 B 11,16 | | 
14 I 24, 1932 W 14, 9 
1505 15, 24330 B 2, 7 
16 28, 1934 W 9s 6 | 
| 1 7B 11, 150350 BJ 7,10 
180 32, 281K.“ drawn. | 
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F TiN|C|F TNT CTF T 
1 i 
11,15% % B 4. % 

22, 17 200 WI 24, 19 
8,110 21UB | 16, 23. 
25,222 26,19 
11, 16023 B] 8,71 | 
23, 18 4 31726 | 
Þ $1251 2 M1 
1 26|W] 20,23 
8,1527 B 11,15 
245,19 26000 32,28 
15,2420 B | 15,24 
27,1130] W| 28, 19 
7,16 311B 7,11 5 
22, 180320 30, 26 
951403308 11,15 
18, 9034] 19,16 
514380612, 19 
28, 24e. [drawn. 
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* 12 Black loſes the Game by this Move. 
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NIC F TIN CIF 1 
1 23,1603 W 23,18 
2.5 1423380 8 15,19 
3 w 273 18129 W 1 8,14 
4 20,2740] B| 19923 
5 31,24% WI 22,18 
6B 11,2742 B 13,17 
7 32,230 430 18, 15 
d 75 700 44B 23,27 
90 15,1145] WI 25,22 
10 8 8, 15400 B 21,30 
11jW 18,11 47 14,70 
12 B B 10, 15480 B 30, 26 
130 17510031 W 21,17 400 22,19 
14 B 7,14132]B 3» 7505 20,23 
15|W| 26, 22033] 11, 2510 19516 
161Bl 2, 734 B] 9g,13|52|B| 2318 
17|W] 28,24135|W| 2, gfisg]W} 16,11 
18 B | 16,19 36 3 | $32 1e. drawn. 


2% Th GA of DRAUGHTS. 


GAME XVII. 


2 
wSwl © 


ak tat ie ot 


" Inc. > 


8 2 a9 1 e Mn 1 
bac, 4 + ita * 4 * > a ＋ * 
n 1 * . o 8 reren by - I5s 
— d NP K „ - — 2 AN 7 : va 2 
r 5 e 188 r 8 — ene ; Sr * * 
8 3 C 3 — — Ges Ate. . — 
el 222 *. 4 b 4 * h — 42 

OT 0 _—_— _ ” G 4 £ DEA * — REY 5 = 
* A whine , * — 3 * 
. — 1 * _ 


9 
— 
E D - ES &. . 
v 


=> 
n . * an 1 * 
- — N 2 A 
- . e ac 
& r — > R — 
FP wm q —— 992 . 
— 2 te a S/ngs rr 


— At * 


n 


_ = 


—_ 


— 


wy, 


F INC 


11;15 19 


22,1520 

97513021 
17,1422 
10,1723 


EE @| 


21 14024 
8,11 25 
24,19 20 
15,2427 
28,19 28 
11,1629 
25721 25 


3 


6, 931 
29525032 
9.1833 
23514034 
16.230355 


— — 7˙——v 


= wt : 5 Ei 


— 


26,1903 


WY 


S 11 


* 


2 


6, 
32,23 
9,27 
loſes. 


* 30 White loſes the Game by this Move. 
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CRITICAL SITUATIONS TO DRAW. 


Firfl Situation. 


ON Ne 3, 4 Black Kings; on. Ne 15. a 
White King, and White to move. 


Ww 15,11 1 11, 7 B 8, 12 
W We-- 1 


Second Situation. 


N* 5 a Black Man, 9 a Black King; 7 2 
White King, and White to move. 


W 7, 10 B 9 13 W 1 B 13, 0 
W 14,10 Sc. | | 


Third Situation. : 


N. 23 9 12 Black Kings; 10, 11 White 
Kings, and Black to move. 


B 3,8 W 10,15 B g, Wine] 
B 12,8 " W. 19515 &c. * N 9 


L 6 | Fourth 
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Fourth Situation. 


Ne 13 a Black Man, 14, 15 Black Kings; 
22, 23 White Kings, and Black to move. 

B 14,17 W 23, 26 B 15.10 W. 22,25 
25,22 B ro;zig 28, 30 
& $4427 W 22,18 B 19,14 Oc. 


Fifth Situation. 
No 18, 19 Black Kings, 28 a Black Man; 
27, 32 White Kings, and White to play. 


W 27,24 B 18,15 W 24,20 B 15,11 
W 20,24 B 10, 3 W 24, 20 Ce. 


Sixth Situation. 


No 21 a Black Man, 22, 23, 24 Black Kings; 
30 a White Man, 31, 32 White Kings, and 
Black to move. BY: 
= 24,28 W 321,27 B 23,10 W 27,90 
B 19,24 W 32,27 B 24,20 W 271,32 
B 22,18 W 31,29 B 18,15 W 27,31 
B 15,19 W 31,27 Cc. 


CRITICAL 
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' CRITICAL SITUATIONS TO WIN 
GAMES. 
Firſt Situation. 


N 21 2 Black Man, 25 a Black King; 26, 
27 White Kings, and either to move. 


B 25,29 W 27,23 B 29,25 W 23,18 
B 25,290 W 18,22 B 21,25 W 26,30 
Deo Sitdittion;- © 
No 1, 2 Black Kings; 10, 11 White Kings; 
5 a White Man, and either to play. 


2, 6 W 14,17 B 6, 9 


W 10,14 B 

W 17,13 B 9, 6 W , 3 

W 16,19 B 2, 6 W 19,23 B 6, 2 

Wig, d B i, 6 ane 

W 18,14 B 139 W 14,10 &c. 

Set the Men as before. 

B 2, 6 WIA s B 6, W aa 
B 9, 6 W104 B 6, W:1n487 

B 5,3 W 18,2 B 13,9 17,13 

B 9, 6 22,18 B @ 2 13, 9 

B 1, 6 W 28,14 B 6,13 1 
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Third Situation. 


Ne 1, 2 Black Kings, 3 a Black Man; g; 
10, 11 White Kings, 12 a White Man, and 


Black to play. | 

ds W - &13 B „ 1 ins 
41.6 W 10,14. B 6, a. W 14,9 
9. , 86. 1 11 
e W 11,7 B 3.0 W 3. 9 


* 


Fourth Situation. 


5 a White. King, 21 2 White Man; 6, 
10 "Block Kings; Black being to move may 
win. Thus, 


5. 9 B 10,15 „ 
rns W 5,9 B 1,5 W. 9, 5 
nn W 21,17 B 5, 1 W 6,9 
9. 5 B 18,2 W 17,4 
. 7... 
n, 5 B 18,14 | 


Place the Men as before. | 


B 65 x W 5, & B 10, 15 W 21,7 
B 15718 W 17,13 B 18,15 W 0,14 

„ W. 7 B 5,10 W 7, 22 
B 10,14 W 22,25 B 5, 1 W 25, 22 
2, B 6,10 2,0 
B 10% 15 W 30, 25 B 15,18 Oc. 
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Fifth Situation. 


Ne x a White King, 30 a White Man; q, 
10 Black Kings; and Black being to play may 
win. 


B 9.6 W 1,5 B 6. 1 W: g's 
B I, 35 Ww nz Bio, E200 
B 14,18 9, 6 B 18,1 WW ama 


B 15,18 W. 26a BB Gn WE 
B A W 9; B 6 
B 6, 9 W 1, 5 B g14 W 5$,1 
B 22,18 W 1, 5 B 18,15 W 
B 1, W 1,5 B 10e, Was 
B I „ | 


Now Black has. the fourth. Situation, and 
muſt conſequently win. 


Sixth Situation. 


No 22, 27 White Kings, 18 a White Man; 
5 a Black King, 20, 21 Black Men, and White 
being to play 255 win. 


W 18,14 B S 1 W 14, 9 B 1,5 
W 22,197 B 5,14 W 1% ÞB as 
W 10,15 B 25,30 W 15,19 B 30, 25 
W 27,32 B 25,22 W 19% BD 20,29 
W 
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Seventh 8 ituation. 
No 6, 24 Black Kings; 14, 18, 23 White 


Kings, and either to move, White may win. 


Min B 6, 1 W 14 0 B 24.28 
8 1,5 W 9, 6 B28, 32 
W 19924 B 5, 1 24,19 = 


Eighth Situation. 


— 


Ne 1, 12, 16 Black Men, 13 a Black King; 
5, 6, 10 White Men, 11 a White King, and 
Black to play. | 


B 13, 9 W 11,20 B 95 2 W 20,24 

ESD W 24,2 B 0 2732 
2,8 d 2,6 2,19 
6, 24 


SITUATIONS FOR STROKES. 


Firſt Stroke. 


ON No 17 a Black Man, on Ne go a Black 
King ; 18, 27 White Kings, and Mhite 


to play. 
W 18,22 B 17,26 W 27,31 


Second 
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Second Stroke. 
Ne 17, 27 White Kings,' 18 a Black Man; 
29, 30 Black Kings, and White to play. 


Third Stroke. 


Ne 18, 19 White Kings, 28 a White Man; 
1, 32 Black Kings, 20 a Black Man, and 
hite to move. 


W 19,24 B 20, 7 W 18,22 
Fourth Strote. oy 85 
Ne , 11, 21 Black Men, 29 a Black King; 
18, 24, 26, 30 White Men, and White to 


move. 


W 18,14 B 9518 * 26,22 B 18,25 
W 24,9 


Fifth Stroke. 


Ne 12, 21 Black Men, 2y, 31 Black Kings; 
20, 30 White Men, 15, 18 White Kings, and 
White to move. 


W 30,26 B 31,22 W 18,25 B 21,30 
W 20,16 B 12,19 W 5,31 


Sixih 
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Sixth Stroke... 


24 Black Kings; 9, 13 Black Men; 
a 21, 2 hite Men, 17 a * King, and 


White to move. 


W 22,18 B 13, 22 WW. 8 B 22,14 
3226 3 3 3 


Seventh Strobe. 
Ne 3, 13, 14 Blaek Men, 24.4 Black King; 


15, 22 White Kings, 19, 21 White - nom and 
White to move. 


41,7 B 14,21 W 15,18 B 24315. 
VV 18,11 | a 


Eighth Stroke. 
Ne r, 6, 9 Black Men, 18 a Black King; 


6. White ing, 13, 15 White Men, and 
hite to play. 


W 15,10 B 6,15 W 13,6 B 1,10 
1523 
Ninth Strokes 


Ne 6, 7 White Kings, 9 a White Man; 5 
a Black "Hos 14, 15 Black Kings, and White 
to play, 
W 7,10 B 14, ” WW S232 © $914 


2-9 
Tenth 
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Tenth Stroke. 


Ne 2,6, 8, 22 Black Men; 15, 27, 30, 32 
White Men, and White to 1257 74 0 2 * 


W 15,11 B 8,15 W 30,26 B 22, 3f 
W 32,28 B 31,24 W 28, 1 


Eleventh Stroke. 


Ne 6, 26 White Men, 22 a White King; 
7, 15 Black Kings, 21 a Black Man, and White 


to play. 


W 22,25 B 21, 30 W i 2 Ko 
'F 2,27 


Twelfth Stroke. 


No 2 a Black Man, 27, 31 Black Kings; 
a White Man, 14, 19 White Kings, and White 


to move. 


W 10, 7 B 2,11 W 19915 B 11,18. 
- I 14732 


Thirteenth Stroke. 


No 3, 13 Black Men, 25, 26 Black Kings : 
It a White Man, 15, 16 White Kings, and 
White to move. 


W 11, 7 B 3,19 W 16,21 


Fourteemh 
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Fourteenth Stroke. | 
Noe 3 a Black Man, 26,27 Black Kings; 11 
a White Man, 15, 16 White Kings, and White 
to move. 


W 11, 8 B 3,19 W 15,22 


Fifteenth Stroke, 
Ne r, 3, 5 Black Men, 25 a Black King; 
TO, 14, 17 White Men, 13 a White King, and 
White to move. | | 


W 10, 6 B 1,10 W 14,7 B 3, 10 
W 17,14 B 10, 17 W 13,29 Sc. 


Sixteenth Stroke. 


No "x 6, 75 IO, 12, 14, 15 Black Men 3 19, 
20, 21, 22, 23, 26, 30 White Men, and White 
to move. 5 

W 20,16 B 15, 24 W 22,18 B 12,19 

18, 2 


Seventeenth Stroke, 


No 2, 3, 16, 23 Black Men, 14 a Black 
King; 1, 5 White Kings, 9, 29, 31 White 
Men, and Black to move. 

B 23,27 W 31,24 B 16,19 W 24,15 

B 14,10 W 15, 6 Þ 7 WW 29,25 

7,10 W 25,22 B 10,14 


Eighteenth 
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Eighteenth Stroke. 

Ne 10,.13,.17 Black Men, 27 a Black King 
19, 22, 26, 30 White Men, and White to play. 
W 26,23 B 17, 26 W 19,16 B 27,18 

W 30, 7 "IF 0 
Nineteenth Stroke. | 
No 1, 6, 10, 19, 20 Black Men; 13, 15, 27, 
28, 31 White Men, and White to play. 


W 13, 9 B 6,13 WIS, 6 B An 


Twentieth Stroke. F 
No x, 3, 5, 6, 7, 12, 20, 21 Black Men; 14, 
15, 19, 23, 26, 27, 30, 32 White Men, and 

White to playx. 
| W 30,25 B 21,30 W 14,10 B 7,14 
= 19,16 "0 12,19 W 23,16 B 30, 23 
W 27, 2 | | 


Twenty-fir/t Stroke. 


No 3, 6, 10, 13, 14, 17, 19 Black Men; 
7, 20, 21, 22, 26, 30 White Men, and Black 
to move. 1 | 

B 19,22 W 26,19 B 17,26 W 30,23 

B 14,18 W 23,14 B 10, 17 W 21,14 

B 317 | 


Twwenty= 
8 
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Twenty- ſecond Stroke. 

Ni 2, 7, 10, IT, 12, 13, 14, 21 Black Men; 
10, 20, 22, 23, 26, 30, 31, 32 White Men, and 

White to move. 1 OE7 > 
W 20,16 BTI, 20 W 19,15 B 10,19 

W 23,16 B. 12 9 W a2,179 B 13,22 
— _ - 


Twenty-third Stroke, ö 


N? 3, 5, 8, 10, II, 16, 16, 22 Black Men ; 
17, 18, 20, 27, 28, 29, 31, 32 White Men, and 
White to move. | 

W 31,26 B 22,31 W 18,14 B 31,24. 

W 14, 7 B 3,10 W 28, 3 


| Twenty-fourth Stroke. £ 
Noe 5, 12 Black Men, 14, 29, 32 Black Kings; 
3, 9, 30, 31 White Men, 15 a White King, 
and White to move. 
W 31,27 B 32,23 W 30,25 B 20,22 
W 15,10 B 145 o WW 8, 3.8 57514 
23219 | 


THE 


T H E 


LAWS or CRICKET, 


; TAE Ball muſt weigh not leſs than five 
Ounces and a Half, nor more than hve 
Ounces and three Quarters. 

It cannot be changed during the Gia but 
with Conſent-of both Parties. 

The Bat muſt not exceed four Inches and 
one Quarter in the wideſt Part. 

The Stumps muſt be twenty-two Inches, the 
Bail fix Inches long. 

The Bowling-Creaſe muſt be parallel with 
the Stumps, three Feet in Length, with a Re- 
turn-Creaſe. 

The Popping-Creaſe muſt be three Feet ten 
Inches from the Wickets; and the Wickets 
muſt be oppoſite to each other, at the Diſtance of 
twenty-two Yards. 

The Party which goes from Home ſhall have 


the Choice of the Innings and the Pitching ba, 
the 


— 
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the Wickets, which ſhall be pitched within 


thirty Yards of a Centre fixed by the Adver- 


ſaries. | ” 
When the Parties meet at a third Place, the 
Bowlers ſhall toſs up for the Pitching of the 
firſt Wicket, and the Choice of going in. 

The Bowler muſt deliver the Ball with one 
Foot behind the Bowling-Creaſe, and within 
the Return-Creaſe ; and: ſhall bowl four Balls 
before he changes Wickets, which he ſhall do 
but once in the ſame Innings. 

He may order the Player at his Wicket to 


| and on which Side of it he pleaſes, 


The Striker is out if the Bail is bowled off, 
or the Stump bowled out of the Ground: 

Or if the Ball, from a Stroke over or under 
his Bat, or upon his Hands (but not Wriſts) 
is held before it touches the Ground, though 
it be hugged to the Body of the Catcher: 

Or if, in ſtriking, both his Feet are over the 

Popping-Creaſe, and his Wicket is put down, 
except his Bat is grounded within it : 

Or if he runs out of his Ground. to hinder 
2 Catch: 

Or if a Ball is ſtruck up, and he wilfully 
ſtrikes it again: | | | 

Or if, in running a Notch, the Wicket is 
ſtruck down by a Throw, or with the Ball in 


Hand, before his Foot, Hand, or Bat, is ground- 


ed over the Popping-Creaſe ; but if the Bail is 


off, a Stump muſt be ſtruck out of the Ground 


by the Ball : 
bs Or 


nt cRle EE 44 


the oppoſite Party: i Unt ieee doe 
Or if the! Striker puts his Leg before the 
Wicket, witk a Deſign to ſtop ie 74 
actually ene the Ball from i his 
Wicket-by | {8 3: ; 148 „il JUG. * Tl 
If the Plohery have Crottöb Pach,bthef; He 
| that runs for the Wicket thiat is put down is 
out ; if they are not croſſed, he that has as left 
the Wicket that is put Ba is out, 02 
Whon'the Ball has Been In the Bous vr. 
Wicket-Keeper's Hands, the Strikers nee 
keep within their Ground till the Umpife“ as 
called Play; but if the Player goes out 0 Hie, 
Ground with an Intent to fun, before the Rall 
is delivered, the Bowler may put him out.” — 
W her the Ball is ſtruck up in, the Runniiige 
Ground between the Wickers, it is lawful for, 
the Strikers to hinder its being catched'; but 
they muſt neither ſtrike at, nor touch” the e Balk 
with their Hands. 
If the Ball is ſtruck up, * Striker may 


guard his Wicket either with his Bat or his 


Body. 
In Single-Wicket Matches, if the Striker 
moves out of his Ground to ſtrike at the 


Ball, he ſhall be allowed no Notch for ſuch 
Stroke, 


The Wicket-Keeper ſhall ſtand at a rea- 
ſonable Diſtance 4 the Wicket, and ſhall 
We not 


Or if the Striker touches or takes up the BUF 
before it has lain ſtill, unlefs at che Requeſt of 
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not move till the Ball, is out of the Bowler's 
Hand, and ſhall not, by any. Noiſe; incom- 
mode the Striker; and if his Hands, Knees, 
Foot, or Head, be over or before the Wicket, 
che gh the Ball hit it, it ſhall not be: out... 
he. Umpires. ſhall allow wo: Mino tes for 
each Man to come in, and fifteen — be- 
FR each Innings. When the Umpires ſhall 
lay, the. Perez refuſing to Play Mall loſe 
247 Ne I SAT Þ2F 2 140 
ty The are the * Judges of: far and unfain 
lays, and all Diſputes ſhall be determined / by 
„„ +34 * bill 1 1 332-323" 1 "l 
WB en. a striker is hurt; they — to allow 
anothe er to come in, and the Perſon hurt ſhall 
hayg is. Hands in any Part of that Innings. 
They arę not to order a Player out, unleſs 
appealed to by the Adverſaries. bin un. 
But if the Bowler's Foot is not 3 the 
Jowling-Creaſe, and within the Return-Creaſe, 
When he delivers the Ball, the Mair, upaſked,. 
muſt call No Ball. 
„If. the Strikers run a ſhort Notch, the Un- 
pire muſt call No Notch. 1 4 ; 
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] F the Notches 100 one 1 are laid againſt 
another, the Bet depends on bath Innings. 


unleſs otherwiſe ſpecified. «> 

If one Party beats the other in one 5 
the Notches in the firſt g ſhall determine 

the Bet. 


But if the other Party goes in à ſecond Tims, 
then the Bet muſt be determined by the Nu um- 


bers on the Score. 82 73 {4 
\ So 
14 
i 
C * 
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5 * Tennis-Court is suſuall y ninety- ſix or ninety- 
ſeven Feet long, by thirty-three or four 
in Breadth. A Net hangs acroſs the Middle, 
over which the Ball muſt be ſtruck, to make 
any Stroke good. At the Entrance of a Ten- 
nis-Court there is a long covered Paſſage be- 
fore you go into the Dedans, the Place where 
Spectators uſually are; into which, whenever a 
Ball is played, it counts for a certain Stroke, 
This long Paſlage is divided into different De- 
partments, which are called Galleries, viz. from 
the Line towards the Dedans, is the firſt Gal- 
lery ; Door, ſecond Gallery, and the laſt Gal- 
Jery ; which is called the Service-Side. From 
the Dedans to the laſt Gallery are the Figures 
I, 2, 3, 4 5, ©, each at a Yard Diſtance, mark- 
ing the Chaces, one of the moſt eſſential Parts 
of this Game. On the other Side the Line 
is the firſt Gallery; Door, ſecond Gallery, 
and laſt Gallery, which is called the Hazard- 
Side: every Ball played into the laſt Gallery 
on this Side tells for a certain Stroke, the ſame 
as into the Dedans, Between the ſecond 5 
Th - t 18 


— 
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this laſt Gallery are the Figures 1, 2, marking 
the Chaces on the Hazard-Side. Over this 
long Gallery is the Pent-Houſe, on which 
the Ball is played from the. Service-Side to be- 
gin a Set of Tennis, and if the Player fails 
_ ftriking the Ball (ſo as to rebound from the 
Pent- Houſe) over a certain Line on the Ser- 
vice-Side, it is reekoned a Fault; two of them 
are counted for a Stroke. If the Ball paſſes 
round the Pent-Houſe, on the oppoſite Side of 


the Court, and falls beyond a particular de- 


ſcribed Line, it is called Paſſe, goes tor no- 
thing, and the Player is to ſerve again. 

On the. Right-hand of the Court from the 
Dedans, a Part of the Wall projects more than 
the reſt, in order to make a pang in the 
Stroke, and render it more difficult to be re- 
turned by the Adverſary, and is called The 
Tambour: The Grill is the laſt Thing on the 


Right- hand, wherein if the Ball is ſtruck, it 


is reckoned 15, or a certain Stroke. 

A Set of Tennis conſiſts of ſix Games, but 
if what is called an Advantage Set is played, two 
ſucceſſive Games above five Games mult be 
won to decide; or, in caſe it ſhould be fix 
Games all, two Games muſt ſtill be won on 
one Side to conclude the Set. 

When the Player gives his Service, in order 


2 to begin the Set, his Adverſary is ſuppoſed to 


return the Ball, wherever it falls after the firſt 
Rebound, untouched; for Example; if at the 
F I, the Chace is called at a Yard, that is 

<7 ms 3 to 


Ul 
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to ſay, at a Yard from the Dedans ; this Chace 
remains till a ſecond Service is given, and if 
the Player on the Service Side lets the Ball go 
after his Adverſary returns it, and if the Ball 
falls on or between any one of theſe Figures, 
they muſt change Sides, for he will be then on 
the Hazard-Side to play for the firſt Chace, 
Which if he wins by ſtriking the Ball fo as to 
fall, after its firſt Rebound, nearer to the De- 
dans than the Figure 1, without his Adverſary's 
being able to return it from its firſt Rebound, 
he wins a Stroke, and then proceeds in like 
Manner to win a ſecond Stroke, &c. If a Ball 
falls on a Line with the firſt Gallery, Door, 
fecond Gallery, or laſt Gallery, the Chace is 
likewiſe called at ſuch or ſuch a Place, naming 
the Gallery, &. When it is juſt put over the 
Line, it is called a Chace at the Line. If the 
Player on the Service-Side returns a Ball with 
ſuch Force as to ftrike the Wall on the Ha- 
zard- Side, ſo as to rebound, after the firſt Hop, 
over the Line, it is alſo called a Chace at the 
Line. ode 
The Chaces on the Hazard-Side proceed from 
the Ball being returned either too hard, or not 
hard enough, ſo that the Ball, after its firſt Re- 
bound, falls on this Side the Line which de- 
ſcribes the Hazard-Side Chaces, in which Caſe 
it is a Chace at 1, 2, &c. provided there is no 
Chace depending, and according to the Spot 
where it exactly falls. When they change 
Sides, the Player, in order to win this Chace, 
| | N muſt 


* 
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muſt put the Ball over the Line, any where, ſo 
that his Adverſary does not return it. When 
there is no Chace on the Hazard-Side, all Balls 
put over the Line from the Sauren N 
out being returned, reckon. 
The Game, end of being marked one, te 
three, four, is called for the firſt Stroke, fifteen ; 
for the ſecond, thirty; for the third, forty; and 
for the 3 Game, unleſs the Players get 
four Strokes each; then, inſtead of calling it 
forty all, it is called Deuce, after Which, as ſoon 
as any Stroke is got, it is called Advantage, and 
in caſe the Strokes become equal again, Deuce 
again; till-one or the other gets two Strokes 
following, to win the Game. | 

The Odds at this Game are very uncertain, 

on Account of the Chances; and various Me- 
thods of giving Odds have deen uſed to render 

a Match. equal. 

A Biſque-is the loweſt Odds given (except 
Choice of the Sides) and is the Liberty of ſcor- 
ing a Stroke whenever the Player, who receives 
the Advantage, chooſes; for Example, let a 
Game be forty to thirty, he who is forty by 
taking the Bz/que becomes Game. 

Fifteen | is a Stroke given at the Beginning of 

a Game. 

Half-thirty, is Fifteen given the firſt Game, 
and Thirty the Second ; and ſo on to the wok 
| Thirty, Forty, &c. 

HFalfE Court, is confining the Player to POWs 
into the Adverſary's Halfcourt, and is of great 


Advantage to the Adverlary, 
M 4 Touch 
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Tauch no Wall, is another aun Advantage 
siven to the Adverſary, _ 

' Round Service, is ſerving the Ball round the 
| Pra Houſe. 
Barring the Hazards, is not reckoning the 
Dedans, Tambour, Grill, or the laſt Gallery, 

or the Hazard-Side, c. Ge. 
The Odds generally laid, making Allowance 
ſor particular Circumſtances, are as follow: 
The firſt Stroke being won between even 
Players, that is, 15 Love, the Odds are, 


Of the ſingle Game — — 7 to 4 
Thirty — — 4 to 1 
Forty Love — = — 8 to 1 
Thirty fifteen — — 2 to 1 
Forty fifteen — — 5 t-o 1 
Forty thirt7 — — 2 to r 


T he Odds of a four Game Jet, when the firſt 


Game is won, are — — 7 to 4 
When two Games Love — — 4 to 1 
Three Games Love — — 8 to 1 
When two Games to one — — 2 to 1 
Three Games to oe — — 5 to 1 


0 
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The Odds of a fix Game Set, wh 
Game is won, are 
When two Games Love — 
Three Games Love — 
Four Games Love — 
Five Games Love — 
When two Games to one — 
Three Games to one — 
Four Games to one * 
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Five Games to one — — I; to I 
When three Games to two — 7 to 4 
Four Games to two — — 4 to I 
Five Games to two — — 10 to I 
When four Games to three — — 2 to I 
Five Games to three — 5 to 
The Odds of an Advantage Set, when the firſt 
Game is won, are | — — 5 to 4 
When two Games Love — ta 4. 
Three Games Love — 9 
Four Games Love — to 
Five Games Love — 15 to 


When two Games to one — 
Three Games to one — 
Four Games to one — 
Five Games to one — 

When three Games to two — 
Four Games to two — 
Five Games to two — 

When four Games to three 
Five Games to three — 

When five Games to four — 

When ſix Games to five — 
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GAME or QUINZE. | 


k£ — 


HIS Game is admired for the Simplicity 
and Fairneſs with which it is played, de- 
pending entirely upon Chance, being ſoon de- 
cided, and not requiring that Attention which 
moſt other Games on the Cards do, and there- 
fore Calculated for thoſe who love to ſport upon 
an equal Chance. | 
It is called Quinze, from fifteen being the 
Game; which muſt be made in the following 
Manner: Firſt, the Cards muſt be ſhuffled by 
the two Players (for only two commonly play 
this Game) and when they have cut for Deal, 
which is the Buſineſs of him who cuts the 
loweſt, the Dealer has the Privilege, as at all 
other Games, to ſhuffle them laſt; this being 
done, the Adverſary cuts them, after which the 
Dealer gives one Card to his Adverſary, and one 
to himſelf; if the Adverſary does not like his 
Card, he has a Right to have as many Cards 
given to him, one after the other, as will make 
-hfteen, or come neareſt to it, which are uſually 
given from the Top of the Pack: For Example, 
if. he ſhould have a Deuce, and draws a Five, 
which 
9 
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which make ſeven, he muſt go on again, in 
Hopes of coming nearer to fifteen ; if he draws 
an Eight, which make juſt fifteen, and being 
Elder-hand, he is ſure of winning the Game; 
but if he over-draws himſelf, and makes above 
fifteen, he loſes, unleſs the Dealer does the 
ſame, in which Caſe it is a drawn Game, and 
they double their Stakes; thus going on till 
one of them has won the Game by ſtanding, 
and being neareſt to fifteen, &c. At the End of 
each Game the Cards are put up and ſhufffed, 
and the Players cut for Deal, the Elder-hand 
having the Advantage. e 
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N Y. Number of Perſons may play. The 
Perſon who takes the Box and Dice throws 

a Main, that is to ſay, a Chance for the Com- 
pany, which muſt be above four, and not ex- 
ceed nine, otherwiſe it is no Main, conſequently 
he muſt keep throwing till he brings five, fix, 
ſeven, eight, or nine ; this done, he muſt throw 
his own Chance, which may be any above three, 
and not exceeding ten; if he throws two Aces or 
Trois-ace ( commonly called Crabs) he loſes his 
Stakes, let the Com pany's Chance, which we call 
the Main, be what it will. If the Main ſhould be 
ſeven, and ſeven oreleven is thrown immediately 
after, it is what is called a Nick, and the Caſter 
(the preſent Player) wins out his Stakes. If 
eight be the Main, and eight or twelve is thrown 
immediately after, it is alſo called a Nick, and 
the Caſter wins his Stakes. The Caſter throw- 
ing any other Number for the Main, ſuch as are 
admitted, and brings the ſame Number directly 
afterwards, it is likewiſe termed a Nick, and 
he alſo wins -whatever Stakes he has made. 
Kvery three ſucceſſiye Mains the Caſter wins, 
he 
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be pays half a Guinea to the Box or Furniſher 
of the Dice. © b 5 55 

The Meaning of a Stake or Bett at this Game 
ſomewhat differs from any other. If a Perſon 
chooſes to lay ſome Money with the Thrower 
or Caſter, he muſt put his Caſh upon the Table, 
within a Circle which is deſcribed for that Pure 
poſe; when he has done this, if the Caſter agrees 


to it, he knocks the Box upon the Table at the» - 


Perſon's Money with whom he intends to bett, 
or particularly mentions at whoſe Money he 
throws, which is ſufficient, and he is obliged to 
anſwer whatever Sum is down, unleſs the Staker 
calls to cover; in that Caſe the Caſter is obliged 
to ſtake alſo, otherwiſe the Betts would be void. 
It is optional in the Perſon who betts with the 
Thrower, to bar any Throw which the Caſter 
may be going to caſt, provided neither of the 
Dice is ſeen ; if one Die ſhould be diſcovered, 
the Caſter muſt throw the other to it, unleſs. the 
Throw is barred in proper Time. : 

The common Odds, which are abſolutely ne- 
ceſſary to be underſtood, before any Body attempts 
to play or bett at this Game, are as follow: - 
If ſeven is thrown for a Main, and four the 
Chance, it is two to one againſt the Perſon 
who throws: If ſix to four is thrown, five to 
three : if five to four is thrown, four to three: 
ſeven to nine, three to two: ſeven to fix, three 
to two, barring the two Trois; with the two 
Trois, only ſix to five: ſeven to five, three to 
two: fix to five, an even Bett, barring the 
= Doublets 


* 


. 
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Doublets or the two Trois; with the Trois, five 
to four: eight to five, an even Bett, barring the 
two Fours; five to four with the two Fours: 
nine to five, even: nine to four, is four to 
three: the Nick of Seven is ſeven to two, but 
often laid but ten to three, and five to one you 
do not nick Six or Eight. 

To illuſtrate . Calculations ſtill more 
clearly, the following Table will be neceſſary : - 


TABLE ef th ODDS. - 


7 to 4 is 2 to 1 
6 to 4 is 5ö to 3 
0" 0 4 is 4 to 3 a 
"7 to ꝙ is 3 to 2 | 
. 63 3 to 2, barring two Trois. 
7 to 6 to 5, with the two Trois. 
7 to 5 is 3 to 2 
56 to ; even, barring two Trois. 
5 to 4, with two Trois. 
0 even, barring two Fours. 
51 5 to 4, with two Fours. 


9 to 5 is even. 
to 4 is 4 to 3. 
he Nick of Seven is ſeven to two, often 
laid ten to three. 
The Nick of Six and Ei ght is five to one. 
It is neceſſary to be rials Maſter of theſe 
Odds, ſo as to have them as quick as Thought, 
in order to play the prudent Game, and to 


make uſe of them by —_ of inſuring Betts in 
| what 
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what is called Hedging, in caſe the Chance hap- 
pens to be not a likely one; for by taking the 
Odds a ready Calculator ſecures himſelf, and 
often ſtands Part of his Bett to a Certainty. 
For Example, if Seven is the Main, and Four 
the Chance, and he has five Pounds depending 
on the Main, by taking ſix Pounds to three, 
he muſt either win two Pounds or one Pound; 
and, on the contrary, if he does not like his 
Chance, by laying the Odds againſt himſelf, 
he . ſave in Proportion to the Bett he has 
made. 


THE 
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THE 


GAME or LANSQUENET. 


HIS Game may be played by almoſt any 

Number of People, although only one 
Pack of Cards is uſed at a Time, that is to ſay, 
during the Deal. The Dealer, whom ſome 
think has an Advantage, begins by ſhuffling the 
Cards, and having them cut by any other Per- 
ſon of the Party; after which he deals out two 
Cards on his Left-hand, turning them up ; then 
one for himſelf, and a fourth, which he places 
in the Middle of the Table, for the Company, 
called the rejouiſſance Card. Upon this Card 
any, or all of the Company, except the Dealer, 
may put their Money, which the Dealer is ob- 
liged to anſwer, by ſtaking an equal Sum to 
the W hole that is put upon it by different Per- 
ſons. He continues dealing, and turning the 
Cards upwards, one by one, till two of a Sort 
appear; for Inſtance, two Aces, two Deuces, 
&c. which in order to ſeparate, and that no 
Perſon may miſtake for ſingle Cards, he places 
on each Side of his own Card; and as often as 
two, three, or the fourth Card of a Sort come 
up, he always places them, as before ſaid, on 
5 5 each 


* 
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each Side his own. Any ſingle Card the Com- 
pany has a Right to take 40 put their Mo- 
ney upon, unleſs the Dealer's own Card hap- 
pens to be double, which often occurs by this 
Card being the ſame as one of the two Hand 
Cards which he firſt of all dealt out on his Left- 
hand : Thus.he continues dealing till he brings 
either their Cards, or his own. As long as his 
own Card remains undrawn he wins; and 
whichever Card comes up firſt, -loſes. If he 
draws or deals out the two Cards on his Left, 
which are called the Hand- Cards, before his 
own, he is entitled to deal again; the Advan- 


tage of which is no other, than his being ex- 


empted from loſing when he draws a ſimilar 
Card to his own immediately after he has turn- 
ed up one for himſelf. 

This Game is often played more ſimply 
without the rejeuiſſance Card, giving every Per- 
ſon round the Table a Card to put their Mone 
upon. Sometimes it is played by dealing only 
two Cards, one for the Dealer, and another for 
the Company. 
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MR. 'D W's | 
TREATISE on BILLIARDS, 
With Instructions and Rules for the following 


Games ; viz. 


8 


The White Winning Game. | | Portif cation Billiards, with | 
The White Loſing Game, Rules and Regulations for 


Red or Carambole Winning every Method of playing 
- Game. | 5 the Game. 
The Red Loſing Game. 


2 order to play this Game well, Attention 
muſt be given at firſt to the Method of hold- 
ing the Mace; to the Poſition in which the 
Player ſhould ſtand, and the Manner of deliver- 
ing the'Ball from the Mace ; but theſe are much 
more eaſily acquired by Obſervation, or by the 
Direction of a good Player, than by any poſſible 
written Rules. 1 5 
A Perſon who plays with his Right Hand 
muſt ſtand with his Left Foot foremoſt; and, 
on the contrary, he who is Left- handed, muſt 
ſtand with his Right Foot foremoſt, by which 
he will ſtand more ſteady and firm. 
Immoderate Burſts of Paſſion, and even fret- 
ting at trifling Diſappointments in the Game, 


* This Treatiſe may be bad ſeparate, Price 18. 
Ae 
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are uſually found very prejudicial to the Play- 
er; his Nerves being affected, it is impoſſible 
for him to make the Stroke with that Steadineſs 
and Nicety the Game requires. 

The Game uſually played is the White Win- 


ning Game. 


„ 


RuLEs and REGULATIONS to be obſerved at the 
White Winning Game. 


The Game is Twelve in Number. 


I, WW HEN y you begin, ftring for the Lead, 
and the Choice of Balls, if you pleaſe. 

II. When a Perſon ſtrings for the Lead, he 
muſt ſtand within the Limits of the Corner of 
the Table, and likewiſe muſt not place his Ball 
beyond the ſtringing Nails or Spots; and the 
Perſon who brings his Ball neareſt the Cuſhion 
wins the Lead, 

III. If after the firſt Perſon has ſtrung for the 
Lead, and his Adverſary who follows him 
ſhould make his Ball touch the other, he loſes 
the Lead. 

IV. If the Player holes his own Ball, either 
in ſtringing or leading, he loſes the Lead. 

V. If the Leader follows his Ball with either 
Mace or Cue paſt” the middle Hole, it is no 
Lead; and if his Adverſary chuſes, he may 
make him lead again. | 

VI. The Striker who plays at the Lead, 
muſt ſtand with both his Feet within the Li- 


mits of the Comer of the Table, and muſt not 
place 
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place his Ball beyond the ſtringing Nails or 


Spots; and his Adverſary (only) is bound to 


ſee that he ſtands and plays fair, otherwiſe the 
Striker wins all the Points he made by. that 
Stroke, 

VII. When a | Hanard had hs loſt in either 
of the Corner Holes, the Leader is obliged (if 
his Adverſary requires it) to lead from — End 
of the Table where the Hazard was loſt; but if 
the Hazard was loſt in either of the middle 


Holes, it is at the Leader's Option to lead from 4 


either End of the Table he pleaſes. 


VIII. If the Striker does not hit his Adver- 
ſary's Ball, he loſes one Point; and if by the 
faid Stroke his Ball ſhould go into a Hole over 


the Table, or on a Cuſhion, he loſes three Points, 


| vi. one for miſſing the Ball, and two for hol- 


ing it, &c. and he loſes the Lead. 

IX. If the Striker holes his Adverſary's Ball, 
or forces it over the Table, or on a Cuſhion, he 
loſes two Points. 

X. If the Striker holes his own Ball, or 
forces it over the Table, or on a Cuſhion, he 
loſes two Points. 


XI. If the Striker holes both Balls, or forces 


them over the Table, or ON a Cuſhion, he loſes 
two Points. 
XII. No Perſon hath a Right to take up his 
Ball without Permiſſion from his Adverſary. 
XIII. If the Striker, by Accident, ſhould 
touch or move his own Ball, not intending to 


make a Stroke, it is deemed as an Accident ; 
| and 
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and bis Adverſary, if he requires it, may put 
the Ball back in the Place where it ſtood. | 
XIV. If the Striker forces his Adverſary's 
Ball over the Table, and his Adverſary ſhould 
chance to ſtop it, ſo as to make it come on the 
Table again, the Striker aeverigalgls wins two 
Points. 

XV. If the Striker forces his own Ball over 
the Table, and his Adverſary ſhould chance to 
| ſtop it, ſo as to make it come on the Table 
again, the Striker loſes nothing by the Stroke, 
and he hath the Lead: Becauſe. his Adver- 
ſary ought not to ſtand in the "O04 or * the, 
Table. 

XVI. If the Striker miſſes the Ball, and 
forces it over the Table, and it ſhouid be ſtop- 
ped by his Adverſary, as befare mentioned, he 
loſes one Point, and has the Lead, if he chuſes.. 

XVII. If the Striker, in playing from a 
Cuſhion or otherwiſe, by touching the Ball, 
| makes his Mace or Cue go over or paſt it, he 
loſes one Point; and if his Adverſary requires 
it, he may put the Ball back, and may make 
him paſs the Ball. 

XVIII. If the Striker, in attempting to make 
a Stroke, doth not touch his Ball, it is no Stroke; 
and he muſt try again to make a Stroke. | 
XIX. If when the Balls are near each other, 
and the Striker by Accident ſhould make his 
Ball touch the other Ball, it is nevertheleſs a 
Stroke, though not intended as ſuch, 1 tn 
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XX. If the Striker who plays the Stroke 
ſhould make his Adverſary's Ball go ſo near the 


Brink of a Hole, as to be judged to ſtand ſtill, 
and afterwards fhould fall into it, the Striker 


wins nothing; and the Ball muſt be put on the 


ſame Brink where it ſtood, for his Adverſary to 


play from the next Stroke. N. B. There is no 
Occaſion for challenging the Ball if it ſtops, as 


ſome Perſons imagine. = 
XXI. If the Striker's Ball ſhould ſtand on 
the Brink or Edge of a Hole, and if in playing 
it off he ſhould make the Ball go in, he loſes 
three Points. „ 

XXII. If a Ball ſhould ſtand on the Brink 
or on the Edge of a Hole, and it ſhould fall in- 
to the Hole, before or when the Striker has 
delivered his Ball from his Mace or Cue, ſo as 


to have no Chance for his Stroke, in that 


Caſe, the Striker and his Adverſary's Balls 


muſt be placed in the ſame Poſition, or as near 


as poſſible thereto, and the Striker muſt play 
again. 1 3 

XXIII. The Striker is obliged to paſs his 
Adverſary's Ball, more eſpecially if he miſſes 
the Ball on Purpoſe; and his Adverſary may, 


if he chuſes, oblige him to place the Ball where 


it ſtood, and play until he has paſſed. 
XXIV. If the Striker plays both Balls from 
his Mace or Cue, ſo that they touch at the 


ſame Time, it is deemed a foul Stroke; and if 
it is diſcovered by his Adverfary, and a Diſpute 


ſhould 
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ſhould ariſe * thereon, he has an undoubted 
Right to appeal to the diſintereſted Company 
then preſent; and the Marker, if required, after 
demanding Silence, muſt go round the Table 
to each Perſon ſeparately, and be particularly 
careful to aſk, if he hath any Bet depending 
thereon, if he underſtands the 33 and the 
Nature of the Diſpute then in Queſtion; and if 
determined by the Majority of the diſintereſted 
Company, and the Marker, if needful, to, be a 
foul Stroke, then it is at his Adverſary s Op =, 

tion {if not holed) either to play at WE Bah, or. 
take the Lead. 

But if, by the above mentioned Stroke, kis 
Adverfary doth not diſcover it to be a foul Stroke, 
then the Striker may reckon all the Points he 
made by the ſaid Stroke, and the Marker i is ob- 
liged to mark them. . 

XXV. No Perſon hath a Right to diſcover” 
to the Player whether the Stroke i is fair or foul, 
until it is aſked. 

XXXVI. If by a foul Stroke the Strike? ſhould 
hole his Adverſary's Ball, he loſes the Lead. 

XXVII. If by a foul Stroke the Striker holes 
his own or both Balls, or forces his own or both 
Balls over the Table, or on a . he loſes 
two Points. | 

XXVIII. If the Striker plays on a Ball when 
it is running or moving, it is deemed as a foul 
Stroke. [Vide Article XXIV. 

XXIX. If the Striker plays with both F cet 
off the Ground, without the Permiſſion of his 

. 
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Adverſary it is Fe a foul Stroke. [Vide 
Article X XXIV 
"ANN, If 2 Striker plays with 2 wrong 
Ball, he loſes the Lead, if his Adverſary re- 
quires it. 

XXX I. If the Balls ſhould be changed. i in 
a Hazard, or on a Game, and it is not _—_ 
by Which Party, the Hazard muſt be played out 
by each ny, with. their different Balls, and 
then changed. 
XXXIE Ir the Striker plays with bis Adver- 
fſary's Ball, and holes, or forces the Ball he 

played at over the Table, &c. it Js deemed a 
foul Stroke 5 Vide Article XXIV. 

XXXIII. If the Striker plays with bs Ad- 
verſary's Ball, and holes or forces the Ball he 
played with ej the Table, &c. he loſes two 
Pee ; and he miſſed the Ball, three 
Points. 41 

„ . If 2 Striker play with his Ad- 
verfary s Ball, and miſſes it, he loſes one Point; 
and if his Adxerſary diſcovers that he hath 
played with the wrong Ball, he may part the 
Balls, and take the Lead if he pleaſes, 
"XXY. Is all, the Ls tio, Caſes - 
of the Strikers playing with the wrong Ball (if 
diſcoveted) his Woher rſary muſt play with the 
Ball the Striker played at throughout the Ha- 
zard, or part the Balls, and take the Lead. 

XXXVI. Whoever ſtops a Ball when run- 

with Hand, Stick, or otherwiſe, loſes 
net, if his Arne don't lk the Ball 


he 


— 


10 


Rol Es forthe WHITE Winning Game. 265 


he has to play at the next Stroke. {Vide Article 
XXIV.] 

XXXVII. Whoever retains his Adverſary's 
| Stick when playing, it is deemed foul. [ Vide 

Article XXIV. 

XXXVIII. If the Striker ſtops or puts his 
own Ball out of its Courſe, when running to- 
wards either of the Holes, and if adjudged by 
the Marker, and the difintereſted Company then 
preſent, to be going into a Pocket, if he miſſed 
the Ball, he loſes one Point, and if going into 
a Hole by the ſame Strokes, three Points. 

XXXIX. If the Striker ftops or puts his Ad- 
verſary's Ball out of the Courſe When running 
towards or into a Hole, or put his Adverſary's 
Ball into a Hole, it is deemed a foul Stroke. 
[Vide Article XXIV.) 

N. B. If the Adverſary doth the ſame as in 
the foregoing Rules, he is ſubjected to the ſame 
Penalties as the Striker. | 

XL. He who ſhakes the Table when the 
Ball is running, makes it a foul Stroke, {Vide | 
Article XXLV.] 

XLI. He who throws his Stick upon the 
Table, ſo as apparently to be of any Detriment 
to his Adverſary, makes it a foul Stroke. [Vide 
Article XXIV. | 

XLII. He who blows on the Ball when run- 
ning, makes it foul. [Vide Article XXIV.J 
and if his own Ball was running towards or 


near the Hole, he loſes two Points. 
N XLIII. He 
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XLIII. He. who leaves the Game before it 
is finiſhed, and will not play it out, loſes the 
Game. 

XLIV. Any Perſon may change his Mace 
or Cue in playing, unleſs otherwiſe previouſly 
agreed on. 

XLV. When two Perſons are at play, and 
no particular Terms of Agreement have been 
made, neither Party has a Right to object to 
either Mace or Cue being played with in the 
ſaid Game. 

XLII. When the Parties agree to play 
Mace againſt Cue, the Mace Player hath no 
Right to uſe a Cue, nor has the Cue Player any 
Right to uſe a Mace during the Game or Match, 
* Permiſſion from his Adverſary. 

XLVII. When a Perſon agrees to play with 
the Cue, he muſt play every Ball within his 
Reach with the Point thereof, and if he agrees 
to play with the Butt of the Cue, he has no 
Right to play with the Point thereof, without 

Permiſſion from his Adverſary. 
XLVIII. When the Parties agree to play 
Point and Point of the Cue, neither of them 
have a Right to uſe a Butt during the Game or 
Match, without Permiſſion, &c. but they have 
a Right to play with the Point of a long Cue 
over a Mace, &c. 

XLIX. When the Parties agree to play 
all Point with the ſame Cue, they have no 
Right to uſe any other during the Game or 


Match. 
L. Who- 
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IL. Whoever propoſes to part the Balls, and 
his Adverſary agrees to it, the Propoſer thereof 
loſes the Lead. 

LI. Two Miſſings do not make a Hazerd; 
| unleſs it is previouſly agreed on to the contrary. 
LIK. In all Caſes, the Betters are to abide by 

the Players on the Determination of the Ha- 
zard, or on the Game; and the Betters have a 
Right to demand their Money when the Game 
1s over, to prevent Diſputes. 

LIII. Every Perſon ought to be very atten- 
tive, and liſten for the Stroke, before he opens 
the Door of a Billiard Room. 

LIV. The Striker has a Right to command 
his Adverſary not to ſtand facing him, nor near 
him, ſo as to annoy or moleſt him in the 
Stroke. 

LV. Each Party is to attend to his own 
Game, and not to aſk—lf his Adverſary's Ball 
be cloſe ?—If he touches his Ball ?—lf he can 
go round the Ball? — nor any Queſtion of the 
like Tendency ; nor is any Perſon to be ſet 
Tight, if going to play with the wrong Ball. 

LVI. Thoſe Perſons who do not play, muſt 
ſtand from the Table, and give Room for the 
Players to paſs round the Table, to make - the 

Stroke. 
_- LVU. The Parties who play ought to be 
particularly careful and attentive to the Hazard 
or the Game, more eſpecially when any Betts 
are depending thereon. 
N 2 LvIII. Ne 
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LVVIII. No Perſon in the Room has a 

Right to lay more than the Odds on a Hazard 
or on a Game. But if he offends for Want of 
Knowledge of the Game, he ſhould appeal to 
the Marker; or to the Table of the Odds, 
which ought to be hung up in the Billiard 
Room for Inſpection. 

LIX. Each Perſon who propoſes a Bett, 
Mould name the Sum he intends to lay, and 
ſhould likewiſe be very careful not to offer a 
Bett when the Striker has taken his Aim, or is 
going to ſtrike, leaſt it may diſturb or interrupt 
him in the Stroke. 

LX. No Bett ought to be propoſed on any 
Stroke (at the Loſing Game eſpecially) that 
may be ſuppoſed to have any Tendency to leſſen 
or to influence the Judgment of the Player. 
LXI. If any Betts are laid on the Hazard, 
and the Game is eleven, and the Striker loſes 
the Game by a Miſs, and ſhould afterwards go 
into a Hole, it cannot be a Hazard, the Game 
being out by the Miſs. 

LXII. If A propoſes a Bett, which is accept- 
ed by B, it muſt be confirmed * A, otherwiſe 
it is no Bett. 

LXIII. When four Neben play, the Game 
is fifteen in Number, and each Party has a 
Right to conſult with and direct his Partner 
in any Thing reſpecting the Game, &c. and 
the Party who makes two Miſſings before a 
Hazard is made, is out, and it is his Partner's 
5 Turn 
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Turn to play; but if after the two Miſſings have 
been made by the Party, his Adverſary ſhould 
hole a Ball, ſo as to make a Hazard cho Stroke 
following the ſaid two Miſſings have been made, 
yet the Party who did not make the two Miſ- 


ſings is to play, as he cannot be ſuppoſed to be 
out, who has not made a Stroke, 


WHEN a Perſon is tolerably wal] acquaint- 
ed with the Winning Game, he ſhould then 
learn the Loſing E (the Reverſe of the Win- 
ning) which is a Key to Billiards in general. 
It depends entirely upon the Defence, and the 
Knowledge of the Degree of Strength with 
which each Stroke ſhould be played, either to 
defend, or to make a Hazard: for if a Perſon 
who has a competent Knowledge of the Game, 
ſhould not have a Hazard to play at, he muft 
endeavour to lay his own Ball in ſuch a Poſi- 
tion, that his Adverſary may not have one to 
play at the next Stroke. For a Loſing Game 
Hazard is much more eaſy to be made, when 
well underſtood, than a Winning Game Hazard 
is in general. 


WHITE LOSING GAME. 


Twelve in Number. 


: V HEN you begin, you muſt ſtring for 
the Loa and the Choice of the Balls, 

the ſame as in the Rules for leading at the 

White Winning Game. 

N 3 II. IF 
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II. If the Striker miſſes the Ball, he loſes 
one; and if his Ball goes into a Hole by the 
ſame Stroke, he loſes three Points. 

III. If the Striker holes his Adverſary“s 8 Ball, 


he loſes two Points. | 
IV. Forcing either or both the Balls over the 


Table, or on a Cuſhion, reckons nothing, and 
the Striker loſes the Lead. 

V. If the Striker miſſes his Adverſary's Ball, 
and forces his own Ball over the Table, Ke. he 
loſes one Point and the Lead. 

VI. Either of the Parties forcing over either 
or both the Balls, reckons. nothing, and the 
Striker loſes the Lead, 

VII. If the Striker holes his own Ball, he | 
wins two Points. | 

VIII. If the Striker holes both Balls, he wins 


four Points. 
IX. If the Striker holes either of the Balls, 
and forces the other over the Table, &c. he 


loſes the Lead only. 
The reſt of the Articles of Regulations, &c. 


as in the Winning Game, are likewiſe to be 
-obſerved, | 


THE 
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THE Red or Caranbale Winning Game 


is full of Variety; and there being ſo many 
Chances in it, which make it a Game of great 


Uncertainty, the Odds of it are not calculated, 


but are generally laid according to Fancy, or 
to the Cuſtom of the Tables where they are 
Ns playe at. : 


RED, on CARAMBOLE WINNING 
is SAME. 


e in Number. 


I. W HEN you begin, you muſt ſtring for 
the Stroke and the Choice of the Balls, 
the ſame as in the Rules for leading, &c. in the 
Winning Game. 
II. A Red Ball is to be placed on a Spot made 
for that Purpoſe, in the Centre between the 
Stringing Nails or Spots, at one End of the 
Table. 
III. The White or the Striker's Ball is to 
be played from a Spot made for that Purpoſe in 
the Centre, between the Stringing Nails or Spots 
at the other End of the Table. 

IV. After the firſt Striker ,hath played, his 
Adverſary is to play next, and ſo on alternately 
throughout the Game. 

V. When the Red Ball has been holed or 
forced over the Table, &c. it muſt be placed 

N 4 on 


7 
f 
4 
| 
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on the ſame Spot where it originally ſtood at 
the Beginning of the Game, a 
VI. When either of the White Balls has 
been holed, &c. it muſt be placed and played 
from the ſame Spot where it ſtood at the Be- 
inning of the Game, when it is the Striker's 
Farn to play. ; 
VII. If the Striker miſſes both the Balls, 
he loſes one Point. 

VIII. If the Striker Wille both the Balls, 
and holes his Ball, he loſes three Points. i 
IX. If the Striker hits the Red and his Ad- 

verſary's Ball with his own Ball he played 


With, he wins two Points; which Stroke 


js. called a Carambole, or for Shortneſs, a 
Carrom. 

X. If the Striker holeth his Adverſary' s white 
Ball, he wins two Points. 

XI. If the Striker holes the Red Ball, he 
wins three Points. 

XII. If the Striker holes the Red, and his 
Adverſary's White Ball, by the ſame Stroke, he 
_ wins five Points. MN. B. T wo for the White, 
and three for the Red Ball. 

XIII. If the Striker makes a Carambole, 
and puts his Adverſary's or the White Ball into 
a Hole, he wins four Points. N. B. Two for 
the Carambole, and two for the white Ball. 
XIV. If the Striker makes a Carambole, 
and holes the Red Ball, he wins five Points. 
VM. B. Two for the Carambole;. and three for 
holing the Ball. 

XAT. If 
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XV. If the Striker makes a Carambole, 
and holes his Adverfary's or the Whire Ball, 
and the Red Ball, by the ſame Stroke, he wins 
ſeven Points, N. B. Two for the Caram- 
—_ two for as White, and three for the Red 

a | 
XVI. F orcing either or all the Balls over 
the Table, reckons nothing. 

XVII. If the Striker forces his Adverfary' 8, 
or the Red Ball over the Table, and by the 
ſame Stroke ſhould hole his own Ball, he loſes 
nothing. 

XVIII. If the Striker makes a Carambole, 
and forces either of the Balls over the Table 
by the ſame Stroke, he wins nothing. 
XIX. Tf the Striker forces the Red Ball over 
the Table, it muſt be immediately placed on its 
proper SH .. 

XX. If the Striker forces either his own or 
his Adverſary* s Ball over the Table, or one of 
them into a Hole by the ſame Stroke, it 
reckons nothing of either Side; and the Ball 
or Balls muſt be placed on the proper Spot to 
play from, when it is each Striker's Turn to 
play. 

XXI. If the Striker, in playing a She; 
ſhould make his Mace or Cue touch two Balls 
at the ſame Time, it is deemed a foul Stroke, 
and, if diſcovered by his Adverſary, he wins 
nothing for any Points he made for the 


W and his ee if he pleaſes, may 
N 5 break 
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break the Balls ; that is, by parting the Balls, 
and playing from the proper Spot on the Red 
Ball, as at the Beginning of the Game. But 
if, by the foregoing Stroke, which is deemed 
| foul, his Adverſary does not break the Balls, 

and play from the proper Spot, &c. then the 
Striker may reckon all the Points he made by 
the Stroke, and the Marker is obliged to reckon 

chem. 
XXII. No Perſon hath a Right to diſcover 
to the Player whether the Stroke be fair or foul, 
until it is aſked, unleſs they are playing a four 
Match ; and in that Caſe, none but the Player 
and his Partner have a Right to aſk it. 

XXIII. If the Striker holes his own Ball by 
a foul Stroke, he either loſes two or three Points 
(according to which Ball he ſtruck firſt) by the 
Stroke. 

XXIV. If the Striker makes a Carambole, 
| and holes his own Ball, he wins nothing for the 
Earambole, and loſes either two or three Points 
by the faid Stroke, a to which Ball he 
ſtruck firſt. 

XXV. If the Striker maketh a Can 
and forces either of the Balls over the Table, 
he wins nothing by the Carambole. 

XXVI. If the Striker is going to play with 
the wrong Ball, no Perſon in the Room hath 
any Right to diſcoverit to him, except his Part- 
ner, if they are playing a double Match. 

XXVII. After a Red Ball has been holed 
or forced over the Table, the preſent Striker 
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is bound to ſee the Ball placed on the proper 
Spot before he ſtrikes, otherwiſe he can win 
no Points while the Ball is out of its Place; 
and the Stroke he made is deemed foul. [See 
Article XXI.] EN | 

XXVIII. If after a White Ball has been 


| holed or forced over the Table, the Striker is 


obliged to place his Ball on the proper Spot he 
1s to play from, otherwiſe he can win no Points 
he made by the Stroke, which is likewiſe deemed | 
foul. [See Article XXI.] 

XXIX. If after the Striker has made 2 

Carambole, or holed his Adverſary's or the Red 
Ball, he ſhould touch either of the Balls whick 
remain on the Table with Hand, Stick, or 
otherwiſe, he can win no Points he made by 
the Stroke; and it is deemed a foul Stroke. 
[See Article XXI.] 
XXX. If the Striker playeth with the wrong 
Ball, it is deemed a foul Stroke. [ See Article 
XXI.] | 

XXXT. If the Striker plays with his Ad- 


verſary's or the wrong Ball, and holes the 


Ball he played with, he either loſes two- or 
three Points, according to which Ball he ſtruck 
firſt; and it is deemed a foul Stroke, [See 
Article XXI. ] 

XXXII. If the Striker plays with his Ad- 
verſary's or the wrong Ball, and ſhould mils 
both the Balls, he loſes one Point ; and if 
the Ball ſhould-go into a Hole by the Stroke, 

N 6 he 
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he loſes three Points; and it is deemed a foul 
Stroke. [See Article XXI.] 

XXXIII. If either or both the Balls ſhould 
be upon the Line, or within the ſtringing 
Nails or Spots where the White Ball is origi- 
nally placed, after bis Adverſary's Ball is off 
the Fable, it is called a Baulk; and the Strik- 
er, who is to play from the Spot, muſt ſtrike 


back again to hit one of the Balls within the 
Baulk; which if he does not, he loſes one 
Point ; if he ſtrikes the White Ball firſt, and 
Holes his own Ball, he lofes two Feines; and 
if he ſtrikes the Red Ball firſt, and holes his 
own Ball, he loſes three Points. 

| XXXIV. If the Striker holes ide or both 
the Balls, or makes a Carambole when the 
Balls are within the Baulk, he wins two, 
three, five, or ſeven Points, according to the 
Stroke. 

XXXV. When the Striker plays from the 
Spot at either of the Balls within the Baulk, 
he is obliged to paſs one of the Balls, otherwiſe | 
it is no Stroke. 

XXXVI. When the Striker's and the Red 
Ball are within the Baulk, he is not obliged to 
paſs the Ball. 

XXXVII. In either of the Caſes of playing 
with the wrong Ball (if it is not diſcovered ) 

the Striker may reckon all the Points he made 
- by the Stroke, and the Marker is obliged to 


mark them. 
XXXVIII. If 


the oppoſite Cuſhion, to make the Ball come 
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xXXXVIII If after the Red Ball has been 
holed or forced over the Table, either of the 
White Balls ſhould lay upon or near the Spot, 
ſo that the Red Ball hea be placed on its 
proper Spot without touching each other, the 
Marker muſt then hold the Red Ball in his 

Hand while the Striker plays at his Adverſary's 
Ball; and the Red Ball muſt be immediately 
placed on its proper Spot, ſo that it may not 
prevent a'Carambole; &c. from being made. 

XXXIX. When either of the White Balls 
has been holed, and the Red or the White 
Ball ſhould ſtand upon or fo near the Spot that 
the Striker cannot place the Ball without 
touching each other, the Marker muſt hold the 

Red Ball in his Hand, &c. [See the foregoing 
Rule: ] 

XL. If either of the Balls ſhould lay either 
before, behind, or on one Side of the Spot, ſo 
that the Striker can place his Ball without toueh- 
ing each other, he muſt play the Ball as he can 
from the Spot, neither of which Balls muſt be 


moved to make Way for him to play. 


XLI. If the Striker ſhould touch two Balls 
with his Mace ore Cue, it is deemed a foul 
Stroke. [See Article X XI. ] 

XLII. The Betters ouzht to be particularly 
careful in propoſing any Betts before the Stroke 
at this Game, that may be ſuppoſed to have 
any Tendency to influence the Judgment of 


the Player. 
XLIII. No 
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XLIII. No Perſon in the Room has any 
Right, by Signs, Geſtures, or otherwiſe, to diſ= _ 
cover to the Player how the Ball is to be played, 
whether the Stroke is in his Favour or not, or 
(after the Stroke hath been played) of any Error 
he hath committed in his Judgment; as a Stroke 
of the ſame Kind may happen in the ſame 
Hazard, or in the Game. | | 5 
XLIV. Each Perſon who propoſes a Bett 

| ſhould name the Sum he intends to lay, and 
ſhould likewiſe be very careful not to propoſe 
a Bett when the Striker hath taken his Aim, or 
is going to ſtrike, leſt it may diſturb or inter- 
rupt the Player in the Stroke. 5 
The reſt of the Articles of the Regulations, 
&c. as in the White Winning Game, are like- 
wiſe to be obſerved. 


THE 
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THE Red or Carambole Lofing Game, 
requires greater Judgment than the Winning, 
and depends materially on the Skill of the 
Player ; the Chances in it may happen ſome- 
times to vary more than at the Winning Caram- 
| bole Game, and eſpecially if the Players do 
not properly underſtand the ſkilful Part of the 
Game. 


RED, or CARAMBOLE LOSING GAME, 


The Game is Sixteen in Number. 


1. THE Game begins in the ſame Manner as 
the Carambole Winning Game. 

II. If the Striker miſſes both the Balls, he 
loſes one Point. 
III. If the Striker miſſes both Balls, and 
holes his own Ball by the ſame Stroke, he loſes 
three Points. 

IV. If the Striker hits the Red Ball firſt, 
and holes it, he loſes three Points, and the Ball 
muſt be immediately replaced on its proper 
Spot. 8 

PV. If the Striker hits the White Ball firſt 
and holes it, he loſes two Points. 

VI. If the Striker holes the White and the 
Red Ball by the ſame Stroke, he loſes five 
Points; viz. two for holing the White Ball, 
and three for holing the Red. 

VII. If the Striker makes a Carambole, 
and holes either his Adverſary's or the rpc 
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Ball only, he wins nothing for the Carambole, 
and loſes either two or three Points, according 
to which Ball he ſtruck firſt. 
VIII. If the Striker makes a Carambole he 
he wins two Points. 
IX. If the Striker makes a Carambole by 
ſtriking the White Ball firſt, and ſhould hole 
bis own Ball by the Stroke, he wins four Points; 


iK. two for the Carambole, and two for holing | 


his own Ball on the White. 
X. If the Striker makes a Carambole by 


ſtriking the Red Ball firſt, and by the Stroke 
ſhould hole his own Ball, he wins five Points; 
"viz. two for the Carambole, and three for 


holing his own Ball on the Red, 

XI. If the Striker makes a Carambole by 
ſtriking the White Ball firſt, and by that 
Stroke ſhould hole his own and his Ad- 
verſary's White Ball, he wins fix Points; 
Viz. two for the Carambole, two for holing 
his own Ball on the White, and two for holing 
his Adverſary's or the White Ball. 

XII. If the Striker makes a Carambole by 
ſtriking the Red Ball firſt, and by the ſaid 
Stroke ſhould hole his own Ball, and his Ad- 
verſary's White Ball, he wins ſeven Points ; 
Di. two for the Carainbole, three for holing 
his own Ball on the Red, and two for holing 
his Adverſary's White Ball. ä 

XIII. If the Striker makes a Carambole by 
ſtriking the White Ball firſt, and by the ſaid 


— ſhould hole his own and the Red Ball, 
he 
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he wins ſeven Points; viz. two for the Ca- 
rambole, two for holing his own Ball on the 
W hite, and three for holing the Red Ball, 

XIV. If the Striker makes a Carambole by 
ſtriking the Red Ball firſt, and by the ſaid 
Stroke ſhould hole his own and the Red Ball, 
he wins eight Points; viz. two for the Ca- 
rambole, three for holing his own Ball on the 
Red, and three for boling the Red Ball. 

XV. If the Striker makes a Carambole by 
ſtriking the White Ball firſt, and ſhould hole 
his own Ball, and his Adverſary's White and 
the Red Ball, he wins nine Points ; viz. two 
for the Cen e two for holing his own 
Ball on the White, two for holing his Ad- 
verſary's White Ball, and three for holing the 

Red Ball. 

- NXVL me Striker makes a Gn be by 
ſtriking the Red Ball firſt, and by the faid 
Stroke ſhould hole his own Ball, and the Red 
and his Adverſary's White Ball, he wins ten 
Points; viz. two for the Carambole, three for 
holing his own Ball on the Red, three for hol- 
ing the Red, and two for holing his Adverſary's 
White Ball. 

XVII. If the Striker holes his own Ball on 
the White Ball, he wins two Points. 

XVIII. If the Striker holes his own Ball 
on the Red, he wins three Points. 

XIX. If the Striker, by ſtriking the White 
Ball firſt, ſhould hole his own Ball and his 
Adverſary” s White Ball, he wins four Points 

UVIZe 
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viz. two for holing his own Ball on the White, 
3 two for holing his Adverſary's White 
1 = 

XX. If the Striker, by ſtriking the Red 
Ball firſt, ſhould hole his own Ball and his 
Adverſary's White Ball, he wins five Points ; 
vix. three for holing his own Ball on the Red, 
and two for holing the White Ball. 

XXI. If the Striker ſtrikes his Adverſary's 
White Ball firſt, and holes his own Ball and 
the Red, he wins five Points; viz. two for 
Holing his own Ball on the White, and three 
for holing the Red Ball. | 

XXII. If the Striker ſtrikes the Red Ball 
firſt, and holes his own Ball, and his Adverſary's 
White Ball, he wins five Points; viz. three 
for holing his own Ball on the Red, and two 
for holing his Adverſary's on the White Ball. 

XXIII. If the Striker ſtrikes his Adverſary's 
White Ball firſt, and holes his own Ball, and his 
Adverſary's White Ball, and the Red, by the 
ſame Stroke, he wins ſeven Points; viz. two 
for holing his own Ball on the White, two 
for holing his Adverſary's White Ball, and three 
for holing the Red Ball. . 

XXIV. If the Striker ſtrikes the Red Ball 
firſt, and holes his own Ball and the Red, and 
his Adverſary's White Ball by the ſame Stroke, 
he wins eight Points; viz, three for holin 
his own Ball on the Red, three for holing 
ga Ball, and two for holing the White 

all, | 


XXV. If 
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XXV. If the Striker ſtrikes the Red Ball 
firſt, and holes his own and the Red Ball, he 
wins fix Points; v:z. three for holing his own 
ou on the Red, and three for holing the Red 
Ball. g 
XXVI. The Betters ought to be particular- 

ly careful in propoſing any Betts at this Game, 


that may be ſuppoſed to have 7. Tendency to 
pervert or to influence the Judgment of the 


layer. 


N. B. The reſt of the Rules and Regulations 


are likewiſe fo be obſerved, as in the Rules for 
the Carambole Winning Game, &c. 


FORTIFI- 


\ 
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 FORTIFICATION BILLIARDS. 


e | | 
"” HE Method of playing I ſhall deſcribe as 
nearly as poſſible: For the better com- 
prehending which, the Editor has added two 
Copper Plates; the firſt ſhews how the Forts, 
&c. are to be placed; the other is a Plan of the 
Table when mounted, accurately meaſured, by 
which the various Angles are aſcertained, and is 
calculated for the experienced Player. 
Firſt, There are ten Forts made of Wood, in 
the Form of Caſtles, which are to have Lead put 
in them for the Purpoſe of making them heavy, 
ſo that in playing the Balls they may not be 
moved from their Places. 

In the Front of each Fort, at the Bottom, 
is an Arch, full wide and high enough to ad- 
mit the Ball, which is to be put through it to 
attack the Fort. Within the Arch of each Fort 
a ſmall Bell is hung, which muſt be made to 
ring by the Adverſary's attacking Ball, other- 
wiſe the Fort cannot be taken. . 

Secondly, The Paſs, through which each of 
the Adverſary's attacking Balls muſt paſs, before 
a Fort can be taken. 

Laſtly, The Grand Batteries, and ten Flags 
or Colours. | | 

Two of the Forts, called the Grand Forts, 
are to be made larger than the reſt, and to have 


an Arch cut through them of the Size the others 
have. 


Five 
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Five of the Forts, including one of the grand 
Forts, one of the Batteries, and five of the 
Flags or Colours are uſually painted red, and 
the Forts and Battery are to be pointed like 


- Brick-work, which Colour denotes them to be 


Engliſh ; on each Fort one red Colour is to be 
| hoiſted on the Centre of the Front thereof. 

The other five Forts, grand Fort included, 
Battery and Colours, are to be of a white Co- 
lour ; the Forts and Battery to be pointed with 
black like Stone, are called French, one white 
Colour to be hoiſted on each as before men- 
tioned, | 

The Paſs, which ſerves for the Purpoſe of 
both Parties attacking Balls to go through, is 
to be made in the Form of the grand F orts, 
but rather longer for Diſtinction, and to have an 
Arch of the Size of the grand Forts, and is to 
be painted of different Colours; viz. one of the 
Ends where the Arch is, of a Red, to continue 
half way of each Side, and the ſame on the 
Top; the other End of the Arch is to be White, 
and to continue in the ſame Colour over the 
other Half as before. 

There are likewiſe two Colours to be hoiſted 
on the Paſs, viz. one Red and the other White; 
the Red to be hoiſted at the Engliſh End, and 
the White at the French End. | wo 

The Paſs is to be placed in the Centre of the 
Table, the red End to face the Engliſh Forts, 
and the white End the French Forts. 

The Limits of each Party's Quarter is —_ 

. 


* 
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the End Cuſhion, where his Forts are placed, 
to his Paſs on each Side of the Table. 

15 Red or Engliſh Forts are to poſſeſs one 
End of the Table, and is called the Engliſh 
Quarter. | © * 
The White or French Forts are to poſſeſs 
the other End of the Table, and is called the 
French Quarter. ; 

The two Forts in each Quarter in the firſt 
Angle from the Paſs, are to be taken firſt, which 
are therefore called the Advanced Forts. 
The two Forts in the ſecond Angle are to 
be taken next, which are called the Reſerved 
Forts. . 

Laſtly, the grand Fort, with the Battery placed 
before the ſame, is the laſt to be taken. 

The Height of the Advanced and the Reſerv- 
ed Forts is to be five Inches and a Half, the 
Breadth and Length of the Advanced Forts five 
Inches to the Square, and the Length of the 
Reſerved Forts are five Inches and a Half, and 
the Back of them to be rounded off, | 

The Height of the grand Forts is to be five 
Inches and a Half, the Breadth and Length fix 
Inches and a Quarter. The Batteries are made 
in a triangular Form, the Height of them are 
three Inches, the Breadth at the Extremity are 
two Inches and a Half, and the Length three 
Inches and a Half. 

The Height of the Paſs is five Inches and 
a Half, the Breadth fix Inches and a Quarter, 


and the Length Seven Inches, 
10 The 
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The Height of the Concave in the Forts 
where the attacking Ball muſt enter, is three 
Inches, the Breadth two Inches and a Half, the 
Depth two Inches and three Quarters. 

The Bell which is to be within the Arch in 
each Fort, muſt be hung one Inch and a Half 


Within it. 


The Balls which are to be played with at 
this Game, are to be one Inch and three Eighths 
Diameter. 


, Deſcription of the 1 


The one is a Plan for placing the Forts, &c. 
&c. with the Diſtances meaſured; the other is 
alſo a Repreſentation of the Superficies of a 


Billiard Table, with all the Forts and Caſtles 
properly Ou 


aaa The Balls. 
þ - The Paſs. 
c | Advanced Forts, 
4d Reſerved Forts. 
＋ Grand Fort. 
4 Battery. 


"FORTE 
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The Game is Twenty in Number. | 


ET HE Game begins, he who ſtrikes the 

oppoſite Cuſhion, and brings the Ball 
neareſt the Cuſhion where he ſtruck from, ſhall 
have the firſt Stroke, and have the Red (or 
Engliſh Side of the Forts) and muſt commence 
Hoſtilities, and begin the Attack. 

II. Each Party has three Balls, viz. one 
attacking Ball and two defending Balls. 5 

III. The Balls are placed on the Spots as 
appears; the attacking Ball is put in the Mid- 
dle, the defending Balls on each Side thereof. 

IV. The Ball Hr the Attack on the Red (or 
Engliſh Side of the Forts) muſt be ſpotted with 
Red, and the defending Balls' with ſmall black 
Circles. | 

V. The Ball fo. Attack on the White 
(or French) Side of th ts muſt be White, 
2. e. plain, and the two ending Balls eight 
black Spots on cach Ball. 

VI. Before you can attack any of the Forts, 

you muſt make the Paſs, 

VII. When you have made the Paſs, you 
muſt take down your Adverſary*:. Colours, and 
then attack either of his advanced Forts, which 
muſt be taken firſt, 

VIII. If after you have made the Paſs, you 


do not take down your es s Colours, you 
muſt 
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muſt make the Paſs again from your own Side of 
the Forts; but you muſt not return to the Spot. 

IX. If you take either of your Adverſary's 
Forts, after you have made the Paſs, and have 
not taken down your Adverſary's Paſs Colours, 
you loſe two Paints, and muſt return to your 
Spot again. 

X. After you hives clans maile the Paſs, 
and have taken a Fort, you muſt return to auc 
middle Spot again. 

Note. Regularly making the Paſs, i is when 
you have taken down your Adverſary's Colours, 

conformable to Article VII. 

XI. When you have taken a Fort, you win 
four Points. 5 
XII. If you do not take 40190 your Adverſary* 8 
Colours when you have taken his For: gunu 
are obliged to take the ſaid Fort again, | 
muſt be put back thoſe four Points you won by a 
the fame... ' | 

XIII. Miſſings at tis Sanne tech tog : 

XIV. After you have regularly made the Paſs, 
2 are not obliged to go trovgh it e dur- | 

the Game. | _ = 

V. In each Fort there is a Bell, which 
gives Notice at being taken; which Bell "muſt be 
made to ring, otherwiſe the Fort is not taken. 

XVI. The Beſie ged may defend his Forts, 
or may ſend his ies Ball into the Aſ- 
ſaulter's Quarter to attack his Forts. | 

XVII. The Beſieger muſt take his Adverſary 5 


Form with his attacking Ball. 
O XVIII. If 
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verſary's Fort with either of his defending Balls, 
heloſes two Points, and returns tohis Spotagain. 


XIX. If the Striker plays with either of his 
Adverſary's Balls, he loſes two Points, and if 

he played on either of his own Balls, it muſt- 

be put on its proper Spot again, if his Adver- 


ſary requires it. 


XX. Either Party may ſend his defending Ball 
or Balls into his Adverſary's Ann. if he 


pleaſeth. 


XXI. After having taken the two advanced = 


Forts, you muſt take the two other Forts in 
the next Angle, which are called the Reſery'd 


Forts, and laſtly the Grand Fort. 


XXII.” He who does not take the Forts ac- 
cording fo the above Direction, and takes either 


of the laſt for the firſt, loſes two Foints, and 
muſt return to the proper Spot again. 


XXIII. After a Fort hath been tine or a 


Ball holed or forced over the Table, the Striker 
is bound to place, or to ſee the Ball placed on its 


proper Spot; and if he doth not, he ſhall reckon 
nothing for any F orts, &c. he ſhall take during 


the Time the Ball is out of its Place. 


XXIV. After having taken a Fort, either by ? 
Storm or otherways, and his Adverſary do take 


the ſaid Ball out of the Fort, to place it or 


otherways, and although he doth not take down 


his Colours, nevertheleſs the ſaid Fort is deem<- 


ed as taken, and the Colours are to be taken 


N. B. Taking 


down. 


XVIII. If the Beſieger ſhould take his Ad- 


FORTIFICATION BILLIARDS. 290 


N. B. Taking a Fort by: Storm is, when the 


Party has made his utmoſt Effort to take it, and 
is ſo well defended and guarded by his Ader 
ſary, ſo that he is obliged to have Recourſe to 
Stratagem, that is, by Jay ing his Ball in a 
e 


per Angle, and ſtriking the Ball againſt the 


Cuſhion, and bringing the Ball back again into; 
his Adverſary' 8 Fort. 


448 915 Striker | BS? either of his 76 


verſary's Balls into his own Fort which bath 


not been taken, he makes him a Priſoner of. | 


War, and wins ſix Points. Ny 
XXVI. If the Striker forces either of 1 ag 


Adverſary's Balls into his own Fort which bath 4 


been taken, it is no Priſoner of War, but the 
ſaid: Striker wins two Points. 

XXVII. If the, Striker forces either, of bis 
Adverſary' s Balls into his Adverſary' O Fe ort, be 
wins two Points. 


XXVIII. If the Striker boleth 1 8 of We 


Adverſary” 8 Balls, or two, &c. for each Ball fo | 


holed he wins two Points. 
XXIX. If the Striker holes his own Ball or 
Balls, for each Ball ſo holed he loſes two Points. 
XXX. If the Striker forces his Adverſary's. 


4 11990 


Ball or Balls over the Table, or on * oþ or :2 


Cuſhion, for each Ball he wins two Points.., 
XXI. If the Striker forces his own: N 
Balls ober the Table, or, &c. for each. Ball he 
loſes two Points. 0 
XN Striker F his Adverfary's. 8. 
Ball over the Table, or on a Fort or Cuſhion, 


2 | | or 


- 


A 


1 
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vs into a Hole, and regularly takes his Adver- 
Fort by the ſame Stroke, be wins fix 
Palate But if by the ſame” Stroke the Strik- 
er's Ball ſhould go into a Fort which hath 
been taken, « Or is out of the Angle, he loſes two | 
Points. 

XXXII. If the CTY hbtes his own or 
his Adverſary's Ball, of forces them over the 
Table, or on a F ort or Cuſhion, he loſes two 
Points. 

XNXXIV. If the Strike" forces his Ball 
into any of his own or Adverſary's Forts 
which hath been taken, or into any of his Ad- 
verſary's Forts out of the El he loſes two | 


-Y * 
1 } gtil-43 


Points. 


XXXV. When 4 Ball is holed or forced * 


aver the Table, or on, &c. ſuch Ball is to be 
placed on its proper Spot; but if it happens 
that the Spot ſhould: be occupied by another 
Ball, in ſuch Caſe the Ball is to be placed: be- 
hind- it, ſo as not to touch the Ball. 
XXXVI. Whoever takes a Fort after it has 
been regularly taken, and the Colours are down, | 
loſes two Points. 1 
XXXVII. When the Striker” s Advertary' s 
Ball is out of Sight (that is, lying behind a Fort 
ſo that'it — be ſeen) and the Striker hath a 
Fancy to ſtrike the Cuſhion firſt, and hit the 
ſaid Bat backwards, by giving Warning, ſay- 
ing, 1 do not ſee, if he ſhould-hit the ſaid Ball he 
wins two Points; but if he ſhould not hit the 


Ball, by, lofes two Points. 
XXXVIII. / 


'& 9 
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XXXVIII. If, by the before- Mentioned 
Stroke, the Striker mould hit the Ball, and 
holeth' his own Ball, or forces it _ over; the 
Table, or on a Fort or. Cuſhion, « or into either 

of his own Forts, or into either of his Adverſa- 
ry's Forts, Which hath been taken &, or is our 
of the Angle, he ljoſeth two Points, and ſhall 
reckon nothing for hitting. the ſaid Ball. 
XXXIX. If either of the Adverlary Bals 
ſhould lay before either 9 the Striker's Forts, 
which hath not been taken, and (the ſaid Ball 
being out of Sight) hath a Fancy. to Birike the 
Cuſhion firſt, and Bit the ſaid Ball backwards, 
to make a Priſoner of War of his ſaid: Averſary' 8 
Ball, by ſaying, I do not ſee, if he hits the Ball 
he wins two Points, and if, he makes a Priſon- 
er of War of his Adverſary's Ball, he wins. fix 
Points more, and his Adverſary's Ball muſt re- 
turn to its proper Spot again. 

XL. When the Striker gives Warning y- 
ing, I do not fee, his Ad verſary, or the diſfite- 
reſted Company, have a Right to be Judges 
thereof, or the Marker, if any Diſpute ſhould | 
ariſe thereon. 

XLI. If the Striker holes, or, &c. either of 
vis Aaverſary' s defending Balls, it is at his Ad- 
erte, s Option to place the ſaid Ball on either 
of the proper Spots, if they are both vacant. 
XLII. Whoever toucheth both Balls with 
Mace or Cue, it is deemed a foul Stroke 


5 Our of the Angle—Vide XXI. and XXII. 
9 therefore 
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therefore he cannot reckon any Points he made 
by the ſaid Stroke, if it is diſcovered and proved 
to be ſo by the diſintereſted Company and the 
Marker; but if it is not diſcovered, the Mark- 
er is obliged to reckon all the Points made by 
the Stroke, But if the faid Stroke is proved 
to be foul, then it is at his Enemy's Option ei- 
ther to break the Balls, or to make him return 
to his proper Spot again. 
XLIII. If the Striker makes a foal Sas, 
and holes his own Ball, or forces it over the 
Table, &c. he loſes two Points for each of his 
own Balls ſo holed or ferced over the Table; 
and it is at his Adverſary's Lo tis to part the 
Balls, if he pleaſes. 
XLIV. If the Striker moves the Ball, itmuſt 
be put back to the proper Place it was moved 
from. 
XL. Whoever blows on his Enemy's or on 
huis own Ball when running, it is deemed foul. 
| [See Art. XLII.] 
I. If the Striker, by blowing on his 
_ own Ball, ſhould put it out of its proper r Courſe, 
eſpecially when running near a Hole, he loſes 
two Points; and it is deemed foul. [See Art. 
XLII. ] 
XLVII. Whoever ſtops a Ball with Stick or 
' otherwiſe after the Stroke, it is deemed foul. 

[See Art. XLII.) 

XLVIII. Whoever plays with both Feet off 
the Ground, without Permiſſion from his Ene- 
my, it is deemed foul, [See Art. XLII.) 

XLIX. Who- 
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XLIX. | Whoever plays upon a Ball: wu 
emed foul... {See Art. XLII.] 


running, it is 


L. Whoever retains his Adverfary's Stick 
when playing; 7, loſeth two Points; beſides it is 
[See Art. XLII.] 


foul. 
LI. Whoeber 
each Fort being regularly taken is four Points, 
wins the Game. : 
LII. When four Patties play a double Match, 
he who plays before his Turn loſes two Points. 
N. B. The reſt of the neceſſary Rules and 


gets the firſt twenty. Points, 


Regulations are to be found in the Rules, &c. 
a of che White r Game, ; 
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11 to 10; or accord- 
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—— 11— — — 
1 
— 11 
— 21 
— I | 
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en 
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A ben a Perſen who gives Five Points to ancther, | 
x55 | | 
Sites [is 5: to 4 7. AU is 5 to 2 
WS =. 3,7 12] $103) — 4. —- 1 
ET £27 4] 9. XAHY.4 | 
, 1 = LI0 —r— _-- I | 
: 2 nn —- 14» I 
Tz Ec ————_—__— 
6 8 — — 9 — 28 All is 2 to 4 
nee — 5. 2 
Tz 24. $$ -'T 
1 — — — 
- — — 9 #8 $$ 30 1 
6 All is 5 to 210 to 9 — 4 — 1 
7 to6— 3 — 11 — — 11 — 2 
1 3 
9 — — 6 — 110 All is 8 to 5 
IO — — 14 — 111 to 10 or according 
11 — — 15 "0g to the Stroke, 


M ben a Perſon who gives Six Points to another, 


| 155 
to 1 + AV is 3 0 3 
7 to 6 — 7 — 28 to 7 — 11 — 2. 
8 — — 6 — 19 — — 6 — 1 
9 — — 7 — 1110 — — 14 — 1 
RT 15 — 1. — 115 I 
11— — 16 — 4 — — 
— — — 
8 All 
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1 00 2 
4 
4 


Ann 
0 to 8 — 11 
10 — 6 
1141 7 


18 


9 All 


10 to g-— 5 — 1 
II — — 6 — I 

| 8 e | 
10 All — 2 — 1 


Ix to 10 or according. 
to the Stroke. 
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pen a Perſon who re- 
ceives One Point from 
another, is, 


+ wa 


IEP 


hr bj bd 8 — 


* 


| 


N 


| 
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IFhen. a Perſon who re- * 


cei ven T Points 
from another, bs 


2 * 9 —— 
5 9383 
1 "ui Sy _ 


, —— — # — <4 ——Oe 
—— AE e 
4 _— 11 a 3 * g , 
— * _— 
8 
Ine ˖ * * = — a+ <a a 


8 2 ö a: re- 
cerves + Three Points: 


From another, is, 


* 


18 


Dd 


= 
6 —— 11 — 4 
1 3 ZFax 
8 — 7 — 1 
3 9 
IO — 25 — 

6 


FW. 5 
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Nen a Perſon 200 


receives. Five Point: 


Then a Perſon who re- 


receives Four Points ceives Two Points from 
from another, is, another, is, 
5 Love is 7to5| 4to2 is 6 tog. 
6, — 2 "IM er a+ FI 
8 — „ F** 
11, — ETP 
Men - a Perſon. 20¹% —— * 


When a Perſon who re- 


from another, is, | crives Two Points from 
6 Love is 7 to4| another, is, 1 
— 6 —1 L. 1 2 
1 OI 8— — 3—1 
r 1 . 
1 15 — 110 — — 9— 1 
— remman—. © — — 11 — — 16 I 


ceives Six Points from 
another, is, __ 


is 3 to 2 
141 
9 5 —1 
e II — 1 
e 12 — 1 


ben a Perſon * . 


8 to 6 is 3 to 2 
J i 
10 — — 4 — 1 
11 — — 9—2— 
— . 
Then 


cerves Two Points from 


ww, + mt Wi 


W 
» 3 


ben a Perſon who re- 


* 


— 


The O40 177. a Hazard, when One Point is given, : 
is according to the Strobe, 


rn 


When 2 are given 6 to 5 
—3 —5 —i 
— — 12 
— 6 — 2 — 1 
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pen a Perſon who e- 


3 


= 


ceives Two Points from cei ves Four Pointe from” 
another, is, another, is, 
10 to 8 is 3 to 10 to 8 is 3 to2 
1 — 17 5 — FS. 
— —— 
When a Pur 205 re- Then a Perſon who re- 
cei ves Four Points from ceives Four P. ointsfrom 5 
another, is, | another 255 . 
7 to 4 is equal. 10 0 is $ to 4 
8 — — 2 to % 1 = ..: T a. 
1 3 1 ny When 3 Profs — re- 
ar owes - cerves Six Points from 
** 6 | another, is, Py, 
ben a Perſon who re- 10 to 7 is 7 to 4 
ceives Four Points from | IH — — 2 —1 
another, is, — — — 
8 to 6 is equal. Inden a . who re- 
9— — 5 to 4 cei ves Six Points 5 from 
1 a» 1 another, is, | 
I] — — 7—2|[11to8 is 4 to 3 
= 1 


: a * N 
* , * 


a . N N * e 
& * — ». > 
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5 I Odd: that one Perſon does wot get Two 
s wth Hazards Nee 15, pi 


. * — —_—— 
Hazards ditto r — 1 ; 
oy " F . 5 6— 3 E: » 8 * 
5 e 
* 4 . : x $ 
gg ' * % F 4 7 boa * 1 2 
yg a * © . . [4 1 % Ay z \ 0 
— 3 
* - * + N 
- - * — . : ! 
— — — 1 
A i 2 * q 
By. % —— I » * 7 
> . 
os ö - * 
&.) . * ? FY « 0 
5 <x+ 1 - 
* 9 1 I. b : r * 
* - x 8 * 
3 » 1 > 
=T he Binder is to 2 the Plate after 
*. AND rs * 
| 5 3 e 3 
* ä age 2 | 
4 Eg 2 — 2 
„ * * A 4 , ; 
of . 3 a © 
. 3 — * » 
Es = 3 % * 
8 ”, | 
- — # 
% + N . * 
. W 3 * 
EE 
n & * 
8 * 1 ** , 
: 2. — 1 
* . 
* — 8 £ * 
* 31 2 
£ 
1 r — a 
Fl 5 
” F, 
* * * * * 
z 
5 
. * 
* * 8 * 
. *, & 4 
2 * 
* 0 
» * 7 
_- 
* - 
$ = 
*. * 
* 
RD * W 12. * * 
\ LY * 
* 
8 ; x - 
* * * ww 
* : 5 


